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EXPLOSIVE COW-OP ACTION! 

Banie your way across the globe taking on tha 

I ighting power of 10 awesome exponents 

of hand to hand combat. 

"A SINCLAIR CLASSIC" 

"Thoroughly impressive combat game 

which knocks Renegade for 6. Go damage 

someone. w Sinclair User 

"Jt J s fast good looking and well hard" 

Your Sinclair 

CBM 64 '128 £9-99t - £ 1 4.99d 

Spectrum 48K £8-99t 

Spectrum -f 3 £12.99d 

Amsttad £9.99t - £14.99-1 

Atari ST £ 1 9 -99d Amiga £2 4 -99d 
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GIANTS OF THE VIDEO GAMES INDUSTRY 



Screen ihot tiom SKlori ST > 



GO! Media Holdings Ltd. A Division of U.S. Gold Ltd., Units 2>3 Holford Way, Hoi ford, Birmingham B6 7 AX Tel: 021 356 3388. 







ADVENTURERS! PREPARE YOURSELF 
WITH THE ADVENTURE TRAIL EXTRA 

Go FORWARD and LOOK at the best thing an adventurer could ASK for. EXAMINE the pages of Samara's 

Adventure Trail Extra and you will FIND an exclusive interview with the masters of the microchip, Magnetic 

Scrolls. Plus a LOOK at the top adventures coming your way and a multitude of reviews and hints on the latest 

games. It all starts on page 51 ! 

CENSORSHIP AND 16- BIT! 



Everyone has their own ideas 
about censorship in the 
software industry. In this 
month's Split Screen we take a 
look at both points of view. It's 
not just Marlech who have 
created a hiatus, others are also 
at fault. On what side of the 
censorship fence do you fall? 
Find out on page 92 



So which is the best, the Atari ST 
or the Commodore Amiga? 
Should you splash out £400 on 
one of these 16-bit 'wonder 
computers', or are they all just 
sound and graphics? We 
compare both machtnesand find 
out rf the software is up to the 
machines' high specification. 
Find out on page 70 



DO IT YOURSELF 



26 GREMLIN GO TO ALTON TOWERS . . 

. . . and qlve away a CD MIDI hi-fi! 

47 JOURNEY TO SPACE . . . 
. . . with Darth Vader and Domark 

115 SOMEWHERE OVER THE RAINBOW 

... art a PC Engine 





REGULARS 


29 


COMMUNICATIONS 


31 


LLOYD MANGRAM'S FORUM 


37 


NICK ROBERTS'S 




PLAYING T1P5 


48 


CECCO'SLOG 


51 


SAMARA'S ADVENTURE 




TRAIL 


62 


ON THE SCREEN 


65 


PBM MAILBOX 


66 


FRONTLINE 


76 


RUN FT AGAIN 


85 


TECH NICHE 


94 


CHARTS 


116 


SCORES 


117 


PREVIEWS 


120 


ETAL 


ISSUE 56 


ON SALE 


AUGUST 25 



fmm w&iKi W iii^ShnaMvSM MCS IWEKtfflSWROomiAKandylHlctatEAon Ka&arrcK^u&tairtuSifer Bamaby ftgoftiff *Hkn: Martc Caswtf, Rmd Ktrn, Ltort Ifeiwam, Nick Robe* 
¥********* ES^JSl?: SB? *5f H»*W*P£a">«tt Aw* Wcfed Partreon mfiM) CttMnrim: Jon Bate, Rabcfe Ok«o, Paul tm, Simon II Goodwin, Ian ftiipson, titopt frviflg, Brendan Xgvateah, P*l 

n^WnW in &Mftd by; tofahi ttfc DM. flw^ftrtwftpjft. Q^ Onto WJM^ a matter or fe^ Javtstekftet WKiOmn.lWdkm, 

w»^b afl^ pnm Bewail pfM eqmprtim 




ABC 



TOTAL 96.590 
UK-fElRE: 90,822 



N EWSFI E L D 

A MEWSFELD PUatiCATKM 

mm DRiae & uiisnwraiin dura ret 



CRASH August 1988 5 






COMING SOON 




AVAILABLE FOR: ATARI ST & AMIGA £19.95; C64 DISK £14.95; AMS CPC DISK £14.95; 
C64 CASSETTE £9.95; AMS CPC CASSF^E; SPECTRUM & MSX £8.95. 



GRANDSLAM 
ENTERTAINMENTS LTD. 
12-18 PAUL STREET 
LONDON 

EC2A 4JS 







Write now for your copy of Chubby 
Gristle. Send a cheque or postal order 
to Grandslam Entertainment Ltd., 
Units t & Z, Conlon Developments, 
Watery Lane, Oarwen, Lanes BB3 2ET. 
POST & PACKING FREE! 
OR Phone 01-247 6434 our Credit 
Card Hotline {Access or visa) 



BUSINESS AS USUAL 



'What's this?', I hear you cry, "No 
rvew faces?'. Nope, I'm afrafd not. 
In fact things are getting very 
normal here at CRASH Towers. 
Wefl, they were until Dave Baxter 
from GO? rang up with news of the 
jatest Rainbow Arts release. We 
just had to squeeze a review in, 
you just wouldn't believe the 
trouble we went to. It ail started 
when . . . no, I think I'll save that 
story for some othertime. Perhaps 
Christmas, when we'll have 
literally hundreds of pages to fill! 

So what's happening? Well, this 
month we've got a great 
Adventure Trail Extra - Samara's 
been through three quills in a 
week! And what about the 
Adventure Trail Extra cover? Goes 
nicely with the Split Screen 
feature, don't you think? No doubt, 
censorship - the subject of 
discussion this month— will create 
a few postal worries for Lloyd's 
pigeon holes, andthat's nota bad 
thing. (After all, he is going on 
holiday this month fj If Split Screen 
doesn 't get your back up then take 
a look at the feature on the Amiga 
and ST - it exposes the real facts 
about these so-called mega- 
computers. 

Don't forget about the National 
Computer Games 



Championships. By the time you 
read this all the qualifying heats 
will be over. The semi-finals take 
place at Manchester Airport on 
August 1 6 and at Waterloo Station 
on August 18. So, if you can find 
time between lazing in the sun 
{huh, some joke that is!) and 
watching Neighbours -well, that's 
all Nick Roberts ever does - why 
notcomealong and join us? It'll be 
a scream! 

Finalty, if there's anyone out 
there that fancies handling 
mounds of technical queries and 
reviews, please drop me a line. Tell 
meal! about yourself and what sort 
of technical hardware and 
software knowledge you have. 

Next month sees the last of 
Simon Goodwin's regular columns 
for CRASH - ' I fust can't cope! ' . 
Although, he'll still be writing the 
odd technical feature, on things 
like the new Sinclair 
Professional PC (turn the page for 
more on that}. 

So what are waiting you for? 
Start reading. 




NEXT MONTH IN 



FREE! FREE! FREE! 

PC SHOW SUPPLEMENT 

The definitive guide to everything happening at the 
Earl's Court PC Show 88. You'll need nothing else 

but this comprehensive run down on the computer 
gamer's most popular exhibition. Everyone who 

matters will be there. Make sure you're prepared! 

f FANZINE FILE With exams out of the way, it's back to the grind 
fl MONITOR The spotlight falls on Killer Computers 
ff COMPACT DfSCS We've the latest portable players toojve way 
ff SCHOOL SOUT How computers are making schools redundant 
9 PLUS ALL YOUR FAVOURITE REGULARS 

ifs all in Issue S6 of CRASH - your Spectrum would be lonely 

without it 

ON SALE AUGUST 25 
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Amazing AUGUST accomplishment* 
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12 THE GREAT GIANA SISTERS 

They're mad! They're bad. And, they're from Rainbow Arte 

80 MARAUDER 

BahMecar gets involved in major smash! 

79% and over ... 



22 ALTERNATIVE WORLD GAMES 

Play a game and see the world! 

102 BATTLESHIPS 

The famous pencil 'n' paper game in glorious Spectricolour 

22 HOPPING MAD 

Giving the expression ' a rubber Spectrum ' a whole new mean- 
fng 

1 6 IMPOSSIBLE MISSION II 

fmp05s*ble. That Elvin Atombender is upto his old tricks, again! 

79 NIGHT HAIDER 

Bight elm action in the air of World War II 

101 ROAD BLASTERS 

Bum rubber. In US Gold's latest hot game 

14 VIRUS 

The Archimedes game Za/cn makes rt to the Spectrum 
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79 Night Raiaw Gremlin Graphics 
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61 Ovw*/»Atlantts 
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102 fteady Steady Go AJtsm; 
101 Romd Bhutan US Gold 

105 Rogue Mastertronic 

103 Slum Biks Simulator Sitverbtrd 

14 Virus Firebird 
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NEW JOYSTICK RANGE 



BACK IN CHRISTMAS 1967 PowerPtay 

Faunche teef 
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asingaraJ white buttons. 
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FIRE-BREATHING 
FANTASY 



ADVANCED DUNGEONS and Dragons are 
leaping the commercial chasi 
computer games. Under license from TSR, 
Strategic Simulations Inc. are to 

release several games based on AD& E 

ce arai 
■ newer Forgotten Realms, fa 

' lie the 
tradrti:.' leswrfh arcade 

■b-ility that SS! 
may be , 'is* 

.looped 

. •nclurtinga 
>n i be 

IVrl •■ '• ■• • 
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j .nce module, Dragon 
theapjs : tne task of 

I . i ■:■(. rou s Qjsfcs at Mishakal 

nl -lack- dragon, 
• ■• gh 

;piders 

Possible cross-promotions may incJude 
discount. offers or* th>. oaks 

• 
AD&D<- ;v the 

•: ; . /ear. 
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VINYL IS A 
BEST FRIEND 



T The only official computerised version of AD&D 
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release by the wt 
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BYTE THE BIG APPLE 



TH€ BIG APPtE ENTERTAIN Ml NT 
COMPANY has announced its arrival in a 
blur of all' American hype and razzamatazz. 
So* up wish IN? hacking of Preetwich 
Holdings, the company plans to release 
at least four full-once titles and twenty 
budget titles (on two separate labels) 
before the end of this year. First on the 
menu is Oops!, a 'deceptively simple' 
strategy game whach has you scooting 
around the space-time continuum 
collecting wtal gravity pods. Shortly to be 
faltewed by Defatean and Neutron, it 
should be available for the Spectrum soon, 

Mot that The 8tg Apple are going to 
confine their activities to publishing 
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software: they've ateo organised a 
frequent-buyers dub, christened, in 
appropriateJy streetwise fashion. T*» 
Bronn Club. Leader of thts trendy gang is 
cool dude Bronx Billy who greets aB 
participants ■with the cheery catch phrase 
'Have a nice play". Members will be ableto 
collect apple tokens on their special 
leaflets. Once you've collected enough, 
you'll be able to exchange them for a wide 
range of gifts including records, tapes and 
T-shirts. Games buyers who send a 
stamped addressed envelope to Big Apple 
will recep/e a free membership pack, 
including membership card and a 
collecting leaflet. 



NEW LOOK FOR 
CODE MASTERS 



STREETWISE budget software producers 
Code Masters seem io be In a slight bit of 
trouble over using the picture of Jesse Owe ns 
on the front c4 The Race Against Time (79%, 
Issue 54) packaging. And, 'as a result of a 
misunderstanding', ail future packs will be 
adorned with the glorious picture of athlete 
Cart Lewis. Why anyone should object to this 
non-profit-making game is beyond us! After 
all, every penny of profit goesto Sport Aid 88, 
a very worthy charity, 
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"RASH can safely saj 

1 "'^ugh 
not a S; isw. machine, at Iha 

IllOtllfif!! IlISPC. 

"rlair/cfwcfg'! • 
■j r a&a £?99 package. 
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Amsftad | A Alan Sugar; watching the rest to produce the best 



THE NATIONAL COMPUTER 
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PROGRESS REPORT 

The National Computer Games Championship is sponsored by US GoW In 
association with the National Association of Boys Clubs and the Personal 
Computer Show and organised by Newsfield Limited, publishers of CRASH, 
ZZAP'Wand THE GAMES MACHINE. We gratefully acknowledge the kind 
assistance of British Rail, the British Airports Authority, Dixons for supplying 
i the Spectrum t 3s and monitors, Commodore (UK) for supplying the 
commodore 1ZBs and monitors, and Konix for the joysticks. And thanks to 
the staff and members of the local Boys Clubs for all their help and patience! 



— s 15 Spectrum 
qualifiers, from 
, Scotland, Wales/South 
West and The Midlands 
eats., already held, sit 
back and relax their wrists, ready 
to renew battle on August 1 6 and 
18 more contestants bash away 
on their favourite games tn 
anticipation of the London/South 
he North heats. In the 
meantime we take a look at the 
action and results of the heats 
already held. 
First, then, we travel to that 
y -grey city, often referred to 
as 'the Athena ot the Hmr\\ in the 
company Of Mark 'da Vinci' 
Caswell. 

EDINBURGH . 

Saturday June 11 

The startot the National Con i 
Games Championship began in 
earnest at the first venue. Fet Lore 
Boys Club in Edinburgh. 

Each of the contestants was 
given tan minutes practice to 
improve on their finely-boned 
skills, before the competition 
began. The game at this Scottish 
ifying heat was US Gold's 

he rules of battle were 
,:e; one gain ; ten 

minutes in which to play. No 
second chance- 
Spectrum gamesters beg . 
< i zing at breath - 
i ig speeds and some truly 
ubie, near fatal, stunts were 
• '.hose vital 
points. 

The pace hotted up as Stephen 
Smith white took up the chajlenge 



and promptly set the score to beat 
of over138Q0Q. Could I 
beaten? The answer looked like 
'yes* as Stuart Campbell and 
Brian Wardlaw took up the 

nge, the battle raging on 
between both players as 
passed the 100000 mark with 
moderate ease, But sadly for them 
both, Stephen's score proved too 
high to reach, the iast few grains of 
sand in the digital hourglass ran 

saving Stuart on just ui 
1 10000 and Brian close behind 
with over 103000. Formidable 
scores never! heless. 

We congratulated tf» 
and other semi-finalists, and 
commiserated with the losers. In 

J, though, all went away with 
prizes for tl serv^e. 

Spectrum Qualifiers for the 
semi-finals to be held in 
Manchester 

Stephen Smithwhite (winner) 

138660 
Stuart Campbell 

Brian Wardlaw 1 032 50 

-mithwhite 84270 

William Bann 53500 

NAILSWORTH 

Saturday June 18 

k later, and the action moved 
south (Nallsworth Boys Club in 
Gloucestershire, to be exact), the 

■cation this time in the 
competent hands of Dominic 
Handy, 

AN the way from Swansea came 
Michael Deer, a timid fellow m 

n , who placed his 
gifted frame in front o: 



Spectrum +3. Others had six or 
seven practice games, bul he 
needed only one (which he didn't 
even finish). As the ten-mii 1 1 
battle commenced, the 
contestants aside young Deer fell 
by the wayside but Mi • 
continued to the end, clocksng up 
a magnificent 232480 points, 
compared to the 30000 of his 
m contestants. 
It was not over, though. Up 
stepped a very confident looking 
Mark Sevillfrom Newenl, so 
230740; not bad for a virgin fighter. 
You either had the knack oi 
didn't, these two guys certainly did 
- no ethers came close. 

Spectrum qualifiers for the 
semi-finals to be held in London 

..,;ner) 23 
Mark $ 230740 

Philip White 168410 

Justin Pearson 1 572 1 

PaulBurridge 152300 

BIRMINGHAM 

Saturday July 2 

Just a fortnight on, at the Hig hgate 
Sport & Leisure complex in 
Birmingham, the third ■? 
qualifying heats got underway, 
Thts time it was Nick Roberts's 

s to show how you can 
adjudicate with a stopwatch in one 
hand and a pizza in the othc: 
Yet again, they came from far 



lite Aian, altcm a great ream for expansion. 
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■ 

: insisting of Be 
W3(7, Tranlor - Tbe La 

■ 
tainmentseetoi I 

• 
lQOG0(frivfc5ii 
the machine could easily be moved 

r rough, 

few one- 512s and PCi 

i-ment) area o - 
te the name suggest machine 

Commadrjre PC: ThstoughH 
: o be the way ■ 

I jQBHpensive for software 

. 
portable PPC64Q. used 1he 3ft dtjk 
first li.me. 

100 games) camptlat' . 

be 'Hmslradare 
4 see- 



arid wide, with Leicester providing 
a mound of talent. This time, to the 
delight of the competitors, the 
US Go :ge unveiled the 

recently Smashed game Bionic 
Commando, They all seemc 
like the practise games, and 
confidence was running high. But 
the real thing is a completely 
different matte'. 

As expected the scores were 
close, but noone was prepared for 
the nail-biting contest which 
developed. Up stepped Simon 
Hadtington from Stourbridge who 
proceeded to shoot and swing h is 
way to a very credible 34300. 
Pretty good, but Gavin Cavendish 
from Groby in Leicester gave 
Simon the fright of his life w* 
score of 342B0. 

Just as everyone thought the 
sat was over a very smug 
(he'd just come second in the 
Commodore section) Paul 
Mellerick from Leicester stepped 
up. With Ko.mx joystick in one hand 

vonic arm in the other he 
notched up an amazing 35990! 
Phew, enough to make Nic'r 

iZZSJ 

Spectrum qualifiers for the 
semi -finals to be held in London 

Paul Mefi&nck (winner) 35990 
Simori I 34300 

Gavin Ca vendish 3 4 2 SO 

Adrian Grui 
Trevor Mullen 12010 
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leaping safely in her bed 
F one nfght, petite Giana from 

Milano has a strange, 
macabre- dream. In her nightmare, 
she enters a weird land, full of 
strange aliens and terrible traps. 

Heronry chance of escaping this 
dreamland is to explore its 32 
levels In search of a magic dia- 
mond. The adventure takes place 
above or below ground and con- 
tains many platforms and obsta- 
cles. Giana has a time limit of 100 
seconds in which to complete 
each horizontally scrolling land- 
scape; failure to do so results in 
the loss of one of three lives. 

White jumping and running over 
the platforms, Giana must avoid 
lethal contact with the many aliens 
which look suspiciously like a host 
of cute and cuddly creatures. They 
include the squirming worms 
(cure?), scuttling lobsters and 



" The Great Giana Sisters 
lacks the colour of the 
Commodore 64 version, 
but makes up for it with 
nicety shaded, well-drawn 
characters. The horizontal 
scrolling is smooth, 
although a trifle slow at 
times. Little Giana Is ever 
so cutely animated as she 
runs end jumps through the 
various levels, head-but- 
ting the blocks and squash- 
ing the animals. When she 
collects the magic wheel, 
she even gets en electric 
shock which makes her 
hair stand on end! There is 
some great sound on the 
128K with a catchy tune 
and atmospheric sound 
effects. 

Playabllity ranks highly, 
especially with the many 
extra weapons and fea- 
tures to help make prog- 
ress easier. It's this variety 
which makes Giana's adv- 
enture so addictive. Giana 
Sisters is a neat variation on 
the classic Super Mario Bros 
theme and should be popu- 
lar wfth alt arcade fans. Go 
out and buy ft " 



" As Giana and Maria from 
Milano head-butt their way 
through their fairytale adv- 
enture, they encounter an 
incredible series of weird 
and wonderful creatures. 
Though monochromatic, 
the lobsters, turtles and 
scuttling spiders are 
detailed and create an 
infectiously light-hearted 
cartoon atmosphere. Each 
level boasts a bewildering 
array of walls, caverns, 
chasms, towers, crevasses 
and canyons, punctured by 
a seemingly endless series 
of hidden treasure and 
rooms. There's always 
something new to discover 
even if you've been playing 
the game for days and 
days. The controls are 
smooth and the animation 
of Giana, particularly when 
her cute-lrttle-girl haircut 
turns into a full-blown punk 
afro affair, is practically per- 
fect. Comparisons with 
Super Mario Bros are inevit- 
able. Obviously The Great 
Giana Sisters cant emulate 
the superior graphics and 
sound of the arcade 
machine but, in terms of 
gameplay (which is the 
most important thing after 
all)j those Super Mario Bros 
have certainly met their 
match. " 
MR 91% 



giant bees. These can be 
squashed by lumping on them 
from above, or shot using di 
bubbles or an all-destroying smart 
bomb. 

Magic crystals can be obtained 
by head-butting or hitting blocks 
with a star on them ; when 1 00 have 
been collected, Giana is rewarded 
wrth an extra life. Extra weapons 
and features can also be gained 
from blocks to make progress 
f These include three types 
Of dreambubble: lightning bolts, 
rebounding double lightning bolts 
and strawberries which home in on 
the aliens. Extra features include 
magic bombs, a clock which 
sends aliens to sleep for a while, a 
lollipop (yielding an extra life) and 
a water drop to protect Giana 
against fire,. 

Traps in the landscape include 
iethai spikes, fire pits and pools of 
water, There are also holes, of 
which some are deadly, while 
others lead to secret crystal-filled 
rooms - only trial and error deter- 
mines which are which. 

A status strip above the main 
ptay area displays the number of 
crystals collected, lives remaining 



and trme left. If Giana completes a 
level within the time limit, she 
earns a bonus: the number of sec- 
onds left multiplied by ten. 

Only if poor little Giana manages 
to escape through the 32 levels 
carrying the magical diamond, can 
she return to her normal, peaceful 
world in old Milano. If two players 
wish to take part, they take turns 
to play; the second player controls 
Giana's sister Maria. 



■ The Great Giana Sisters is 
another one of those 'bang 
your head on the brick 1 
games. You know the type 
- like Super Mario Bros. The 
graphics are cute and 
cuddly with the little sisters 
excellently animated, but 
perhaps just a mite too 
slow. The monsters and 
other sprites are also well 
drawn and to kill them you 
have to manoeuvre your 
sister so that she drops 
down and squashes the 
aliens flat. As for the col- 
ours: well, the monoc- 
hrome looks like it's been 
produced randomly and ft 
comes up with some rather 
garish combinations 

(magenta paper and cyan 
ink!) but this doesnt spoil 
the action. Each level holes 
more surprises and the 
graphics get better all the 
time. Despite the drawback 
in terms of speed, the game 
is immensely playable; I 
couldn't put the joystick 
down for ages, An essential 
purchase for all Spectrum 
arcade gamesters. " 
HICK t3% 






Joysticks: Cursor, 

Kempston, Sinclair 
Graphics: monochromatic, 
cartoon-like characters dis- 
tinguished by plenty of detail 
Sound; catchy tunes and 
spot effects 

Options,' two-player option 
General rating: highly addic- 
tive and great fun to play. 
Plenty of hidden passages 
and surprise features should 
keep you hooked for weeks 

Presentation 89% 

Graphics 79% 

Playability 93% 

Addictive qualities 92% 
OVERALL 02% 
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i MARK L 



Producer: Firebird 

Retail price: £7.95 

Author: Steven Dunn from 
a concept by 
David Braben 



The country has been 
invaded by waves of hostile 
alien spaceships. Instead of 
attacking military installations. 
they are intent on polluting the 
landscape wtth a red virus. This 
kills off all plant and animal life, 
including humans. 

Determined to counter this 
devastating threat, a brave pilot is 
strapping himself into the cockpit 
of his state of the art Hoverplane, 
This futuristic flying machine is 
equipped with the latest 
technology - long-range scanner, 
laser cannon and a limited supply 
of smart bombs. The latter can be 
used to destroy any aliens on the 
screen. 

The action is shown in 3-0 with 
wire-frame vector graphics 
depicting the Hoverplane and 
enemy snips. The contours of the 
tree-filled landscape are shown by 
a pattern of undulating squares 
depicting the earth's surface. The 
long-range scanner, in the top left 
corner of the screen, shows the 
positions of the enemy ships in 
relation to the Hoverplane. 



▼ Slow, but sure 



" My first impression of Virus 
was that it's extremely hard. 
Initially I found my 
Hoverplane to be most 
uncontrollable but, after 
some semblance of order 
was established, I managed 
to to execute some neat 
aerobatical stunts, I still 
didn't shoot very many 
enemy craft though. 
Considering this game first 
appeared on the machines 
with a bigger byte. Firebird 
have done a veiy 
commendable job 

converting it to the 
Spectrum. The landscape 
rolls along up hill and down 
dale very smoothly: the only 
slightly annoying glitches are 
the colour clash between the 
Hoverplane and the 
landscape, and W& 

appearance of the enemy 
craft on tbe map as they 
pass. Overall, a fast and 
furious blast-'em-up. After 
the initial control difficulties 
have been Ironed out, it's 
great fun to play. " 

79% 




A Archimedes + Zarch = Spectrum + Virus 



Gauges above the main playing 
area show the amount of fuel 
remaining and the plane's altitude. 
Extra fuel can be obtained by 
landing at home base. 

The Hoverplane is controlled by 
thrusting the engines and rotating 



J HICK 



" Virus is graphically excellent, the 3-D effect works well and the 
scrolling is smooth- The screen is a green monochrome colour 
wtth the exception of the border but as the ship is white, rt does 
tend to clash with anything else it approaches. At first the 
Hoverplane is terribly difficult to oontrol. The thrust control 
method is very similar to the ageing thrust games, like 1 985 - The 
Day After and the more recent Thrust II, but with the added 
confusion of 3-D. The landscape moves up and down very 
convincingly making the game look like a wild waltzer ride! The 
main let down is the sound - not one beep to be heard all through 
the game. As we all know, an atmospheric sound effect makes a 
game, but with Virus you just have to use your imagination! Even 
so, Virus is great for all those fans of thrust and 3-D - a perfect 
combination. " 

78% 
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" Yet another wire-frame shoot-'em-up hits the streets. But, the 
addition of a smooth moving, tree-filled landscape makes Virus 
rather unusua I. Another inn ovation is the strange control method 
which has the Hoverplane flying like a helicopter - it can only 
thrust upwards and therefore has to dip its nose to achieve 
forward movement This is confusing at first and difficult to 
master and has you crashing continually into the ground. It's 
«Ml«r it you just use the keyboard, though. The movement of the 
landscape as you skim over the tree tops is surprisingly smooth 
and quite fast Unfortunately the attractive 3-D display is 
accompanied by silence - there's not even the tiniest bleep. As 
a result there's very little atmosphere and flying around shooting 
aliens soon gets repetitive. There is little if any strategy involved 
in Virus but even so, it's a well-presented, playable shoot-' em- 
up. ■ 

79% 



the craft. At high altitudes, me fuel 
supply is automatically cut and the 
plane towers rapidly towards the 
ground. You move, helicopter- 
styte, by dipping the plane's nose 
and thrusting. 

During play, a map of the land 
can be displayed showing polluted 
areas in red, All enemy ships in the 
attack wave must be destroyed 
before the whole map turns red. 
Each wave contains many 
different aliens, including the 
dreaded seeders {flying saucers 
which hover and sometimes land, 
spraying the deadly virus). Also 
polluting the area are the high 
flying bombers. The objective of 
alien ships (chevron-shaped 
fighters and kamikaze pests) is to 
destroy the Hoverplane. Collision 
with any spaceship results in the 
immediate destruction of the 
Hoverplane. 

If an alien attack wave is 
defeated, the player gains a bonus 
score determined by how much of 
the landscape is still free of the 



virus. An extra Hoverplane and 
smart bomb are awarded every 

5000 points. 



COMMENTS L 



Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: the wire-frame 3-D 
landscape suggest movement 
very convincingly. Pity about 
the colour clash 
Sound: none 
Options: definable keys 
General rating: a playable 
conversion of a 16-bit game. 
Just slightly too hard to keep 
you realty hooked 



Presentation 76% 

Graphics 83% 

Payability 77% 

Addictive qualities 71 % 

OVERALL 77% 




Producer: Silverbird 
Retail price: £1.39 
Authors: Probe Software 

Older readers may recall a 
strange craze that caught 
on a good few years ago 
which involved standing on a stick 
with a spring on the end and 
bouncing around. This ancient art 
was known as pogoing. 

Pogostick Olympics revives this 
weird pastime and elevates it from 
the pages of The Beano to the 
status of a sport. The game is 



divided into five events. 

Event number one has you 
bouncing along trying to pop 
floating balloons with a spiked 
helmet. Next is the 110m hurdles 
which is closely followed by the 
triple jump, target practice and an 
obstacle course. 

The player gets three attempts 
to qualify for each event before 
being eliminated from the contest. 
If all three events are successfully 
completed with a high enough 
score., the player has pogoed 
himself into the elite hall of fame. 



▼ Who needs muscles when you've got a pogostick? 




r 



CRITICISM 



j 



• " After skateboarding in 720° 
and rollerskating in Skate Crazy, 
the designers of Pogostick 
Olympics had to look back a few 
years to find a suitable craze on 
which to base a game. I thought 
the only place where pogoing 
remained in fashion was within the 
pages of The Beano. The game 
itseff contains five very tedious 
events, none of which is in the least 
bit piayabte. Progress is so easy 
that even a three-year-old could 
complete the game. Every event is 
very similar in both graphics and 
gamepJay, with a simply drawn 
figure bouncing through a 
horizontafly scrolling landscape 
and the controls themsefves are 
very basic. This, along with the 
ease of completion, makes this a 
dodo I nstead of a pogo simu lation , 
ff this is what pogoing is about give 
me a skateboard any day! " 

PHU 21% 

• " At least when you're 
pogoing out in the open air 
there's scope for a tittle variety: 



you can wave your arms about 
(look no hands!), perform 
daredevil hops, andhurtte head- 
first into the flowerbed. This sort 
of action is painfully absent from 
Silver-bird's simulation. In fact, it 
doesn't realty simulate anything 
very much. All you can do Is 
waggle the joystick, press fire 
every now and then, and hope 
for the best. Jerky graphics and 
simplistic backdrops mean that 
you can't even enjoy the scenery 
as you're bounding along, " 
KM1 19% 



COMMENTS 



j 



Joysticks: Kempston 
Graphics: simplistic sprites and 
samey backdrops for every event 
Sound- sparse spot effects 
General rating; it's probably safer 
to stick to the reaf thing 



Presentation 20% 

Graphics 30% 

Payability 25% 

Addictive qualities 19% 

OVERALL 20% 
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IMPOSSIBLE MISSION II 




▼ Note the complex, 

icon-driven control panel 
at the bottom of the 
screen 



Producer: Epyx 

Retail price; E8.99 cassette, £12.99 disk 

Authors: Szenttomyai Laszlo and Kovats Imre 



Efvin Atombender, the 
Infamous mad professor 
was vanquished by the 
fearless Agent 4125 in the original 
Impossible Mission. Two years on 
the evil egghead has returned, and 
plans to destroy the world with a 
missile, Elvin's headquarters are 
an eight-tower complex 
somewhere within the country. 

Play begins in a randomly 
selected tower, each of which has 
up to five rooms accessed by 
using the elevators. The rooms 



J KATI L 



" Impossible Mission II has all 
the improvements you'd 
expect from a game that's 
being released nearly three 
years after its predecessor. 
Agent 4125 leaps and 
bounds gracefully through 
an incredibly complex 
environment of treacherous 
platforms and ledges which 
boasts some very tricky 
screens. Certain rooms 
makes pretty stiff demands 
on the powers of lateral 
thinking, especially as the 
array of collectable bonuses 
means that you can 
negotiate practically every 
problem in several different 
ways. You need every single 
one of your ten lives: any 
second you can hurtle 
through perilous gaps In the 
floor, tumble off art 
inopportune lift or cross the 
path of a wild, warmongering 
patrol droid. It's just a pity 
that the sound doesn't match 
up to the high standards of 
the gameplay. Even without 
it, you have an action - 
packed platform challenge 
which should keep you on 
the edge of your seat for 
hours at a time, ** 



J PAUL L 



" impossible Mission II picks 
up where the prequel 
finished - on a VERY high 
note, I played Impossible 
Mission over and over for 
many months and it seems 
as if I'm going to be just as 
busy with the follow-up. Elvln 
may still be up to his old 
tricks, but that doesn't mean 
the game content is archaic, 
impossible Mission II has all 
the good points of the first 
plus many extra tweaks and 
improvements making it a 
game of today, rather than a 
new angle on an old concept. 
The gameplay may be the 
same, but with improved 
graphics, extra robots, more 
rooms and tougher puzzles 
Impossible Mission II is one of 
the best summer arcade 
strategy games you could 
wish for. " 



contain platforms and lifts, 
guarded by six different types of 
robot. Furniture, plants and other 
objects found in each room and 
can be searched for digits and 
other useful items. 

Digits form the numeric codes 
needed to gain access to the next 
tower. These are stored in a 
pocket computer which can only 
be used in the corridors. Some of 
the digits collected are useless 
and the code is only completed 
when ail three correct digits have 
been found and arranged in the 
right order. 

Some items conceal a variety of 
different commands which are 
carried out using a menu called up 
from tine computer terminals 
scattered about the rooms. 
Utilising these you can disable 




J MARK 



" Impossible Mission II has done nothing to tarnish my liking for 
the series. Graphically, the game is impressive, with a very 
athletic Agent 4125 leaping and bounding around the screen, 
vainly attempting to keep out of the reach of the robots' steely 
grip. The old grey cells are also ably exercised by the fiendtsnly 
difficult, but entirely logical, puzzles. As with the original game, 
the player is only given a set time limit to defeat the mad 
professor this adds a definite urgency to the proceedings. Stop 
Atombender or if s goodbye cruel world! More fun for fans of the 
original " 



patrolling robots for a few 
seconds, reset the lifts to their 
initial positions, move certain 
floors horizontally, gain extra time 
and set bombs. Time bombs 
explode a few seconds after they 
have been placed; normal bombs 
are only detonated when a robot 
moves over them. 

Agent 4125 is extremely agile 
and can somersault from platform 
to platform. Collision with certain 
draids or their plasma fire removes 
one of ten lives. Other robots lay 
mines which must not be stepped 
on. If you fall through the bottom 
of the screen, the mission is over. 




In each tower there is a safe 
which must be blown open by 
using a time bomb. Inside is a 
musical sequence which is stored 
on 4125's miniature cassette 
deck. This has standard controls 
to allow the editing of the various 
sequences. Some of the 
sequences are duplicated and 
must be eliminated. 

Agent 4125 has only three hours 
to assemble trie correct 
sequences to allow access to 
Elvin's control room via the 
express elevator. This room 
contains three terminals but only 
one halts the missile countdown - 
the others mean instant death. 



I COMMENTS 



Joysticks; Kempston, Sinclair 
Graphics: detailed, bright and 
colourful 

Sound: tune on loading, 
minimal spot effects 
General rating: with so many 
improvements and expansions 
on the original Impossible 
Mission //shouldn't be missed. 
Immediate fun and long term 
addiction 



Presentation 78% 

Graphics 82% 

Payability 88% 

Addictive qualities 35% 

OVERALL 84% 
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G unship 

Climb into the cockpit of 
the AH-64A warrior 
helicopter, one of the 
most fierce and el USfve 
weapons in the modem 
military arsenaJ. 
Missions lorn from 
today's headirnes take 
you lo the world 's hottest 
trouble spots. 

£9.95 



F-15 Strike Eagle 

The stunning reoiism of 
this sim u lotion 
i | i.'ji.'f-ri^esyourabiljfv 
to out fly, outfight and 
outthink the enemy on 
historic missions o I 
Iraq, Egypt, Southeast 
Asia and Ubvti. 
£9.95 




MicraP rose's busi -selling combat simulations are available 
for your Spectrum. Gunship, F-1S Strike Eagle and Silent 
Serv i c:e lake fa 1 1 ad vantage of your corn puter's capa bil it m and 
giveyi ! i ence exceptional excitement and 

Incredible realism, coupled with unmatched depth and 
payability, have won ihi^so titles numerous awards and 
accolades All three put you in danger 
environments, where you must strive to accomplish the 
goals and feats as at tBaJ fighter pilots and submariners. 

Whether vou'to Hying the worlds mosi advanced attack 
helicopter in Gunship, piloting the high performance 
F-15 fighter ptani .: oiling a World Way II submarine. 



you 11 need to master your vehicle's authentic control, 
information and weapon system. 

Daunting missions constantly test your intelligent 
and split-second decision rnakui". $a, if you want to en jay 
the thrilling action of these all-timi: : la ■-■■ c H ndolt the order 
ibrmloday. 
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Silent Service 

As captain of a World 
War 11 submarine 
stationed in the South 
Pacific, yo u r duly is ta 
find, of lock and sink 
Japanese shipping. All 
'.! i'.' critical batt/e stations 
ars accurately 
replicated, so get ready 
to take the helm. 

£9.95 



Airborne Ranger 

Your chance to join 
America s most e i lie 
soldiers. Airborne 
Banger is a brilliant 
combination of arcade 
action and strategy 
Simulation. You'll be 
sent on 12 daring 
missions, deep behind 
enemy lines, 

NOW AVAILABLE 

AIRBOURNE RANGER 
£14.95 



Aerojet 

Compete in the 
Decathlon of Sports 
Avia t i on Even ts - the 
ultimate ch allengefar 
the most daring stunt 
pilots- beam to perform 
precision loops, rolls, 
and Cuban Eights in 
this thriJ/ing- but 
terrifying- simulation, 
£9.95 




Producer; Electronic Arts 

Retail price: £12.99 cassette, £14.99 disk 

Authors: Dynamix 



Mk rctic Fox is a tank 
jOi simulation set in the tough 
*mk terrain of Antarctica. The 
player controls the Arcticfox; an 
advanced tank armed with various 
weapons and equipped with many 
Instruments. 

The action is shown in 3-D 
vanishing point perspective with 
wire frame graphics. A radar 
screen gives the position of the 
Arcticfox and its enemies. 

Charged with the objective of 
destroying the enemy's main fort, 
the tank moves across a terrain of 
snow and ice encountering ridges 
which can be climbed to obtain a 
strategic viewpoint, and slippery 
mud flats. 

On the ground, hazards consist 
of slow-moving heavy tanks, light 
tanks, non-shooting 

reconnaissance sleds, stationary 
missiles and floating mines. There 
are ajso enemies in the air: fast- 
moving fighters and 
reconnaissance flyers. 

The Arcticfox has the ability to 
burrow into the snow and hide 
from enemy forces. Its guided 



missiles can be controlled after 
firing and the inclination of the 
tank's cannon can be altered to 
aflow it to shoot either ground or 
aerial enemies. 



CRITICISM 



l 



# " Arctfcfox comes with the 
detailed instruction booklet 
necessary for a complicated game 
of this type, but the game doesn't 
really live up to the promise of 
complex strategy in the manual. 
Control is awkward and 
unresponsive, with the tank 
movement being very sluggish. 
The graphics are monochromatic 
and stow and indistinguishable 
from a distance. The guided 
missile option is difficult to use, 
and if s hard to after the cannon's 
inclination; a keyboard control 
woutd have been quicker than 
having to select a special function. 
Gamepiay is fainy simple {like a 
slow Baftfezoneclone); the various 



A A spot of target practice 

strategic options don't seem to 
enter into play much, especially as 
they're so awkward. If only the 
programming had been up to the 
task of converting the promising 
game design it could have been so 
much better; as it is, it's 
unplayable and irritating. " 

vm. 40% 

# *' Arcticfox is just another 3-D 
line graphics game In the vein of 
Catch 23, Just like Catch 23, it's 
no fun to play and quickly gets 
incredibly boring. The graphics 
seem to have a different line 
thickness to other 3-D games 
and this makes them look 
blocky and unattractive. There's 
the odd sound effect here and 
there but no tune on the 



extended 126K version. The way 
it loads is terrible with alt the 
borders in the game loading as 
SCREENS files and then being 
saved to memory. This takes 
ages and makes the front end of 
the game monotonous. Arcticfox 
is a very disappointing release 
from Electronic Arts. " 
IHCK 43% 

# " Arcticfox reminded me greatly 
of that ancient blast from the 
arcade past - Battiezone. One 
thing I did notice, ttiough: the 
vehicle Is called Arcticfox, yet, 
according to the instruction 
manual the south pole is a mere 
71 7 miles away, i tfwrck perhaps 
someone's geography isn't quite 
up to scratch. Graphically the 



THE FURY 



Producer; Martech 

Retail price: E8.99 cassette, £12.99 disk 

Authors: Jas Austin and Dave Dew 

Fasten your seat belt for a /~~~ ~~7 

space age demolition derby! / PHIL L 

The Fury is a futuristic racing 
game for danng drivers. The race 
takes place on a looping track 
called the Rim which floats in 
space. The Fury itself is a gateway 
to a strange dimension which, if 
hit, can transport the car to 
another part of the track. 

The season consists of 25 races 
of which there are three basic 
types: a Time Run which is a race 
against the clock with no weapons 
allowed; a Kilting Race in which the 
player's aim is to destroy as many 
Noids (novice drivers) as possible, 
and a Tag Race where one car 
carries the TP tag which does 
constant damage to the car, but 
can be passed to another car by 
colliding with it. 

You start with the cheapest type 
of car - the Avenger. This has poor 
performance and low shield 
protection. Before each race, the 
player has the option of buying a 
new car, but only if he has enough 
money; this is earned by doing well 
in races. The cars range from the 
cheap Avenger to the state of the 
art, but very expensive. Anome. 
There are also specialist cars such 
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" The Instructions to The Fury 
are very long and detailed, 
even giving a history of RIM 
racing. The first thing you 
realise is the very high 
danger level of this sport - 
you cant help getting blown 
upl The graphics are pretty 
bland but the way the 
perspective of the cars 
changes as they move up 
and down the RIM, gives 
them a sense of solidity. The 
process of accumulating 
money to buy better and 
better cars keeps you 
interested, as do the options 
of buying various weapons. 1 
particularly like the missiles 
which have smoke trailing 
from them. My only gripe is 
that the action itself could 
have been a bit more exciting 
- perhaps a few track 
obstacles. However, the 
game is very absorbing and 
mixes strategy with arcade 
action to good effect. " 

M% 



J MARK 



" Not another race game, I thought But after extensive play, I 
came to the conclusion that The Fu ry is entertaining - at least for 
a while. The presentation is polished. I especially liked the cross 
hairs used to make your choice on the options screen. Fellow 
racers, bumping and jostling around the track, are well-defined 
and do their best to make sure that the player doesn't survive the 
race in one piece. On later laps interesting weapons can be 
added to increase your chances of survival (there's a price on 
your heed, after all) which adds to the general variety. So stay 
lucky, and pray that you live long enough to spend that bounty 
money. " 

73% 



J NICK 



" A space age demolition derby! Well - what will they think of 
next! The Fury is an excellently presented race game with 
attractive background graphics but not much lasting appeal. Alt 
the cars move smoothly and can look quite impressive when 
they're equipped with weapons. Gamepiay is very difficult at first: 
cars ramming you and firing at you make it hard to travel In a 
straight line. Once you've got used to the road hogs, the contest 
starts to get quite enjoyable. The different races add some 
variety and with names such as Killer you can guess what to 
expect from the opposition! The Fury is fun for a while but I don't 
expect you'll be playing it for long. ■ 

•3% 



▼ Time to customise your racer - but only if you have the cash 




game is mediocre. The interior 
display of the tank Is impressive, 
but what goes on through the 
viewport isn't Jerkily scrolling, 
wire-framed vehicles of 

destruction wobble around bland 
and totally uninteresting 
backdrops like motorists out for a 
Sunday drive. Trundle around a 
while, fire a couple of missiles, 
trundle about a bit more - that's 
the only excitement of the game. 
Either that or as soon as the game 
starts you have half a dozen 
missiles at your flank and one Med 
tank driver. I'm usually ail for this 
type of game, but Arcticfox didn't 
impress me very much. " 

42% 



COMMENTS 



Joysticks: Kempston, Sinclair 
Graphics: archaic, wire-framed 3- 

Sound; scratchy spot effects 

Options: training level. Enemy 

preview and beginner level on 

I28K 

General rating: a botched 

rejuvenation of an ageing genre 



Presentation 55% 

Graphics 45% 

Payability 40% 
Addictive qualities 

OVERALL 41% 



as the Waster which is good for 
Killing Races but too slow for other 
competitions. 

The equipment menu allows the 
player to purchase fuel and 
weapons and, when necessary, 
have his car repaired. Weapons 
{only to be used in Killing Races) 
include missiles, machine guns 
and two types of flame thrower. 

During the race a collision with 
computer-controlled racers will 
cause damage to the player's car 
(indicated on a diagram below the 
main playing area). If you're not 
driving in an exciting enough 
fashion (bad for viewing figures), 
the judges will track your car with 
a cross hair and destroy it. 



-J COMMENTS L_ 

Joysticks: Cursor, Kempston 

Sinclair 

Graphics: lacking in colour but 

fairly detailed 

Sound; the odd blip with some 

very low-key crash effects 

Options; definable keys 

General rating: a compelfing 

action game but not quite as 

fast and furious as the racy title 



Presentation 

Graphics i 

Piayabitity 

Addictive qualities 66% 

OVERALL 72% 



DREAM WARRIOR 



Producer: US Gold 
Retail price: £8.99 
Authors: Tarann 



In a future world, controlled by 
the Master Focus, war is no 
longer fought on the physical 
plane, but in people's brains; 
instead of their ifves the victims 
lose their minds. 

The Focus fellowships are 
battling for supremacy and as a 
result of their psychic activity, the 
world is slowly going mad. three 



of his six eyes In turn destroys the 
evil monster and simultaneously 
releases the world from rt$ 
nightmare. 



CRITICISM 



• In my opinion Dream Warrior 
te dire. A splodgy main character 
sprite hobbles around a cluttered 
screenin what looks exactly like a 



Trundling around, shooting 
demons and collecting their 
pods is so boring and repetitive. 
The whole exercise seems 
totally tedious and pointless - 
enough to send you to steep! I 
could never have dreamed of 
such a monotonous, badly 
programmed game - even in my 
worst nightmares, M 
mL 27% 

• " The main character is detailed 
and so are the backgrounds - it '$ 
just a pity they're both in the 
same game because they look 
terrible together. The controls are 
awkward - you can't go in any 
direction without bumping into 
something. The character 
recognition is clumsy and gives 
me game an overall feel of 




Chronicle of an epic dash between the warrior and his backdrops 



members of a resistance group 
have been captured. Your mission 
is to enter the minds of these men 
and destroy the Focus's most 
powerful weapon - Ocular, the 
Dream Demon. 

Two of the men are imprisoned 
in the offices of Megabuck lnc r 
whilst the third is trapped in the 
world of Wyrm, a planetoid two- 
headed snake. A dream hopper 
provides transport between 
dreams, provided sufficient 
energy is available. 

Throughout all areas, demi- and 
giant demons roam; if the player 
hits them, he will awaken by 
degrees. Shooting the demi- 
demons releases a variety of 
globes which bestow such 
goodies as lift passes and cards 
giving the player access to 
sleeping patrons. For each two 
blue psy-giobes collected a 
section of a dreamer's Image is 
reassembled in the centre of the 
screen display. 

Having collected all three 
images, you face Ocular, the 
prince of madness. Shooting each 



diver's suit. Scrolling is jerky, with 
the meanies urtconvincingiy 
hurtling across the screen. Dream 
Warrior bored me to tears within 
the first few minutes of play. At 
first, I ignored the graphics and 
prayed that some sort of game 
was hidden beneath the outer 
layer - I was disappointed. This 
type of simple shoot and collect - 
"em-up is as old (and as 
interesting) as the proverbial 
hills. 
mmKK. 29% 

• " The use of colour in Dream 
Warrior is terrible. Variously 
coloured demi-demons move 
over garish two-coloured 
backdrops with terrible colour 
clash. I thought the blue and 
cyan colour schema of the first 
level was bad, but on another 
level if s even worse: red and 
white - Jt»« enough to make you 
throw up! As if that tent bad 
enough, the main character is 
clumsily drawn and even the 
scrolling is very jerky. The whole 
game looks such a mess! 



untidiness. When a couple of 
aliens come on to the screen it 
looks as if the game has crashed 
rather than progressed - they're 
just a mass of pixels, the same 
colour as everything else. Dream 
Warrior looks like one big 
mist ake " 

HfUK 38% 



COMMENTS 



Joysticks: Kempston, Sinclair 

Graphics; garish backgrounds 

blocky sprites and plenty of colour 

clash 

Sound: none 

General rating: keep hoping you'll 

never have a dream as bad as this 
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M*A*R*A*U*D*E*R 





Producer: Hewson 

Retail price: £7.99 cassette, 

£12.99 disk 
Authors: Arcanum Software 
Developments 
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ver been stuck in a 1 
jam and wished you could 
blast everything out of the 

way? Well, just for ymir benefit 

Hewson have released Marauder 
ng a Battiecar armed to the 

teeth. 
!i Travels through a battlefield f, ill 

of danger on the planet M err. 



" Another great shoot-'em- 
up from Hewson hrts the 
streets - and with just as 
much force as Exoion and 
Cybernoid. Marauder lives 
up to the usual Hewson 
standard of perfection with 
excellent sound and good 
quality graphics, The land- 
scapes of the different 
levels scroll smooth ty as 
you try to Mast everything 
in sight- But there's much 
more to Marauder than just 
shooting: some of the 
targets fire homing mis- 
siles that chase you wher- 
ever you go and are very 
herd to shake off. There are 
air attacks and if you shoot 
the wrong beacon, your 
gun can get jammed or the 
controls reverse - right in 
the middle of all the action. 
To top all that, each level Is 
just as detailed and chal- 
lenging as the fast; they 
progress in difficulty to the 
point at which they become 
almost impossible (like 
Level 3!}. Marauder is yet 
another excellent game 
from Hewson, " 
fUCK 90% 



fighting a multitude of enemies 
which fire missiles, bombs and 
Molotov cocktails. The only man 
capable of controlling this massive 
Battiecar is the brave Captain C T 
Cobra, His mission: to recovi 
stolen jewels of Ozymandius 
which are buried deep beneath the 
planet's surface. 

The action, viewed from 
head, takes ptace again 
monochromatic, vertically scrol- 
img backdrop. Alien ve 
attack from the grourv: 
tton hurtles through the air. m 
launchers belch explosive a; 
©ccasfc ifj travels across 

the screen to release a powerful 
heat seeking missile. In addition to 
ordinary ammunit: 
Battiecar is equipped w : 

ber of smart bombs 
which destroy all enemies on the 
screen wher 

To make life in this dang 

, extra 
lives,?; led by 

shooting beacons which continu- 
ally change colour. The colour of a 
i;ar beacon when shot 
lines which weapon i >i 
riy the Battl eear ga ijn cot- 

oi.is hinder rather than help. They 
may jam your lb ri sec- 

onds, reverse your controls or 
e you of one of your five 

Screen d show your 

score as well as the number of lives 



" Marauder is a glowing 
example of the high quality 
we've come to expect from 
Hewson. The Battiecar 
itself is quite simply ani- 
mated and looks more like 
a spaceship than a car. 
Though mostly monoc- 
hromatic, the graphics are 
well shaded and fairly 
detailed. There is plenty of 
sound on the 128K with 
various tunes on the front 
end and one during the 
game which can be swap- 
ped for spot effects if it gets 
irritating. The gameplay is 
of course very simple; just 
blast everything in sight! 
The only exception is the 
shooting of the coloured 
beacons where you need to 
be careful not to fose a life, 
or inadvertently reverse the 
car's controls (almost as 
bad!). My only gripe is mat 
the shields sometimes fail 
to work when they are 
meant to be on. Despite 
this, however, the game is 
very playable and keeps 
you coming back for more. 
An excellent and entertain- 
ing blast- 'em-up. " 
PHIL 87% 



" Hot on the trail of the bril- 
liant Cybernoid, comes 
another great game. The 
detailed Marauder 

Battiecar trundles around a 
carefully shaded and very 
dangerous background. 
Mobile meanies whizz 
around the screen in a very 
menacing fashion, shoot- 
ing at anything that moves. 
(The stationary obstacles 
aren't exactly passive 
either as they lob homing 
missiles and explosives 
through the air.) The action 
is fast and furious: dare to 
take your trigger finger 
away from the fire button 
for a moment, and another 
life is lost. With such 
hazardous and compelling 
action I couldn't help enjoy- 
ing Marauder - right from 
the very start. Well done, 
Hewson - you're on to 
another winner! " 
MARK 90% 



marion on extra weapons an- 
awarded or lost, la printed oi 
status strip when appropr^ 

18 the Battiecar has reached 
fateveU 
a plethora of me 
to gam access to the next stage. If 
tin Cobra manages to get 

in all the levels," the stolen 
jewel 1 -' .incl the capable 

Captain gains an even greater 
hero's n than he had 

before. 



Joysticks: Cursor, 

Kempston, Sinclair 
Graphics: mostly monoc- 
hromatic with the odd sp la s 1 1 
of colour and detailed sprites 
Sound: limited to atmos- 
pheric spot effects on the 
46K. Dramatic ingametune 
by Dave Rodgers on the 128K 
Options: definable keys. 
Sound effects on/off on the 
128K version 
General rating: an 
immensely playable shoot- 
'ern-up with plenty of variety. 
Up to Hewson 's characteristi- 
cally high standards 

Presentation 89% 

Graphics 83% 

Payability 91 % 

Addictive qualities 91% 
OVERALL 90% 
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ALTERNATIVE 

AND MAKE NICK ROBERTS LAUGH 



Unless you're a Martian and have spent the last three years travelling 
the universe in search of the lesser-sported intergalactic screeching 
dodo (very tasty), you'll be fully aware that the Seoul Olympics are 
practically upon us. This is all very well if you're a regular armchair 
sports buff; hour upon hour of live TV coverage will have you 
welded to your armchair munching an endless supply of ready salted 
peanuts and guzzling pints of lemonade. However, if your lifestyle 
is just that bit more alternative, you prefer to walk on the wild side, 
eat tortilla chips, wear shades and see yourself as a cool and trendy 
dude. Gremlin have just the game for you. Alternative World Games 
(85%, page 22) thumbs its nose at all those ordinary sports and lets 
you take part in some rather more challenging offbeat events. 
You can try you hand (well legs, really) at the sack race, hurl a 





WITH GREMLIN 




s» 



COMPETITION 



water-filled boor through sunny Italian skies, pogo boldly around a 
balloon-marked course, pole jump icy currents or indulge in an 
endless round of premeditated and provocative pillow fights. 

In celebration of this wild and whacky release, Gremlin 
themselves have gone a little mad. In return for a little alternative 
activity on your part, they're giving away a Phillips CD Midi Hi-Fi 
system, complete with record deck, compact disc player, three- 
band FM tuner, cassette deck supporting Dolby (whoever they 
are) and chrome tapes (very posh), an amplifier to make the whole 
thing work and high quality speakers pulsing out 35 Watts per 
channel Wow! 

All you have to do to get your grubby fingers on this whopping 
great prize, is think up a single, suitably alternative, humorous and 
possibly side-splitting joke, scribble it on the back of postcard fits 
not alternative to forget to include your name and address) and send 
it to MAKE NICK ROBERTS LAUGH COMP, CRASH, 

PO Box 10, Ludlow, Shropshire, SYS 1DB 

Even if you're not first out of the bag, you're still in with a chance 
of winning one of 25 runner-up prizes. Clinch one of these and 
you'll receive two tickets to Alton Towers. The black hole, the 
pirate ship, the corkscrew, the wild water rapids and the longest log 
flume in Europe are yours to enjoy for a day. Beat that. 

Entries must be received by August 30 and mil be submitted to the most 
stringent tests: the winning joke must make at least three members of the 
CRASH team, including Nick Roberts, laugh out loud (a formidable 
task). Re-hashed oldies and tip-offs will be immediately eliminated. 
Under the circumstances, the decision of the appointed judges has to 
remmn final and binding in all respects. 




You are competing against 
Lhe world's greatest in the 

greatest and toughest 
sales of winter sports yet 
devised. Seven events to 
test your skill and nerve to 
the utmost; each one uilh 



its own individual demands. 

Practice, patience and more 

M practice are required to 

stand any chance of a medal. 

You can do it; you will do it! 

And what's more you'll 

have a greattime trying! 
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COMMUNICATIONS 



PENNY-PINCHING PRESTEL 



PAUL EVANS gets concerned at the cost of living 



TWO DAYS after writing 
last month's article, a 
press release from 
Prestel arrives 

confirming the rumourt 
Yep, "netting's going to get more 
expensive. The charges are to be 
as follows . . , 

Peak Rate (8am-6pm 

weekdays) 7p per minute, a rise of 

ip 

Standard Rate fa// other 

times) 1 p, previously free 

Quarterly subscription £20, 

previously C1 6.50 

Charges apply from July fat 

Crying yet? Thought sol I, among 
many others, am not just unhappy 
about the new charges, but also 
very annoyed about the way 
Prestel has implemented them. 
However, Micronst has done Its 
best to cushion the blow, it seems 
that this new charge has become 
wound up in a web of intrigue ... 

SPYHACKER 

It seems that Prestel is turning into 
a regular MIS system! The first 
thing that happened was a 
substantial rebellion against the 
charges. I expected this, but not 
what followed. Within days 
petitions had started. Micro-mags 
on Prestel and columnists like 
myseff were 'junked' (a word 
meaning, to be sent many 
mailboxes) with letters about the 
charges. Then the unusual events 
started . . . 

The fact was pointed out to me 
that apparently Prestel had 
breached their contract with the 
users, by giving less than thirty 
days notice of the charges. Not 
fair, said I, so I decided to arrange 
a two meetings - one on Lip-Sine 
{a Spectrum chatiine} and another 
on TeleTaik. So I continued to 
advertise Lip-Sine heavily all over 
Micronet, but not much on Prestel. 
The day came and I logged-on 
happily to Lip-Sine. I tried to send 
a message, 'There's something 
wrong with that page', came the 
reply. I tried another chatiine, 
same thing happened. I was 
allowed to watch the chatting 
going on but not allowed to 
participate. Mow isn't it unusual 
that the chatiine message system 
should malfunction on my account 
and leave everybody else chatting 
happily. Very weird, especially on 
the day of the meeting. I 
complained to Prestel, asking 



what was happening. { got back a 
letter saying that Keats (the Prestel 
computer I was using) had 
temporarily experienced 

problems with the chatiine 
system. Strange that Dickens did 
not go whacko too. as the 
computers are closely linked, I 
was barred from every chatlineJ 

Ail these events are very unusual 
and have never been experienced 
by me or, to my knowledge. 
anyone else during my two year 
spell on Micronet, Have you 
experienced any trouble? it so 
write to (or mailbox 21 999541 2) 
me. 

MICRONET RESCUE 

So I phoned the men a! the top, 
Prestel. I asked how they justified 
the new charges. A spokesperson 
replied that no increase has been 
made to the service for the fast 
three years and over that time the 
retail price index has risen 13%. 
Also, Prestel has been completely 
re-fitted with new technology, so 
there was bound to be an increase. 
Prestel think this is a fair increase. 
They have a point? 

Cheery old David Rosanbaum 
spoke on behalf of Micronet 
giving much the same reply. But 



► Dave Rosenbaum: don't 
worry we'll look after you 
much more to my interest are the 
actions Micronet is taking to 
combat the charges and keep hold 
of customers. Firstly, Shades and 
TeleTaik are not affected by the 
time charges because they are 
both gateway systems that 
operate outside of the Prestel 
system. Secondly, Micronet and 
Prestel have agreed to stop the 
time charge between midnight and 
8am - a large amount of people 
use Micronet during the night shift, 
so that will help. Lastly, Micronet 




are THINKING of Introducing a 
higher 'time charge-free ' 
subscription - benefiting all-day 
users, ' 

Now to my mailbox. When I got 
on there I was swamped by angry 
netters all lodging complaints 
about the charges. Nig 
(623860614) has even started a 
petition - with much support. 
Many others have given 
comments that will give cause for 
alarm , . 

Mark Corcoran (41 9547362): 'How 
stupid His of Prsste/.' 
Gpbaz (026475503): 'It wiS kiH 
Micronet, People are definitely going, it 
wilt bette death of Prestel.' 
R P Bishop (219998380): 'Please put 
something h CRASH, tMs boksiikemy 
last night' 

Zero J21 9995004): Krtobbo, Tracey, 
GarfietdS mare leaving, '(Sob, sob,) 
Most of the above people are 
planning to leave soon. 

People are wondering why 
British Telecom, the owners of 
Prestel, with a £220000000 profit 
last year, cannot subsidise 
Prestel. Well, the communications 
watchdog, Oftel, strictly forbids 
this. Complaints are already being 
sent to Oftel. asking for a change 
in the rules. 

Mfcronetter Richie (011111747) 

gave a good answerto a statement 

made that the charge would be 

unfair on infrequent users, 

'They feebly suggested that a single 

charge would (Sscriminate against 

infrequent users. BULL! The Ip par 

minute iMcnmmates against anyone 



who goes to w^$tudmts;theyoung; 
the unemployed .. . in bet everyone 
except a very rich, kM insomniac.'' 

But don't forget that Micronet 
still offers a FREE modem to its 
yearly subscribers. Still a VTX for 
Speccy owners, but others, such 
as Beebers and STers, now get a 
GEC Datachat 1223 modem (RRP 
£1 19.95). A new subscription for 
one year is £79.95 or £20 per 
Quarter, 

And if you take out a Prestel and 
Tetecom Gold joint subscription, 
you arso get FREE access to 
Micronet! All it costs is £23 a 
quarter, the usual £40 Tetecom 
Gold registration fee is waived! 
Jojm Tomany, Managing Director 




► John Tomany: the man at the 
top of Micronet, looking after 
you and me 

of Telemap Group, commented, 'It 
makes sense for computer users 
who access Prestel and Telecom 
Gold to use Micronet as well, and 
at this price they'd be silly not to'. 
Phone Micronet on 01 278 31 42 
for more details. 



BYTES AND PIECES 

Telemap have announced that Shades, the mufti-user game, can 

S£?kSS ^J&tT ?-™™™* subscribers. Shades has regularly 

f^SvnH' T° p i ay,n ? hours a week ** is now accessible with 
aj 200/75 baud modem in viewdata or ASCII formats. Dial 0898 10 
uusu to piayl 

As I predicted. Hotel California has been closed. However not 
ShJS," P rJ*f tef ? a ^ have launchGd Funtat, its flagship product being 
»2KnL£^ e ,r ?f o res are on " ,ine 9ames and competitions. Sadly 

Melanie Weaver and Jez Thorpe have become the first couple to 
marry after meeting in a multi-user computer game! They are both 
avid users of Shades, having been married in the game tora™ 
and are now officially married, 

nJ£ e Q o read ??^ 9e 92 ^ ight be in for a renovation, in olden days 
page 92 would list your charges during that quarter. However, when 

ont tl W H S t a r tr°^'5 e K ft? is kriown > was <*»n0*i to give 
only the details of the charges rn the current log-on, and not to total 
them up -or even include TeleTaik charges. At iast, Prestel seemsto 
be doing something about it, I have heard that 92 could go back to its 

SSS^uT^ ^ a * 1 ?? m that re 9 ist0f s gateway charges as well! 
Ft s all still being planned though ... ' " 
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BARCLAYPLUS IS GIVING 

OLD FASHIONED SAVING 

SCHEMES THE PUSH. 



BarclayPlus is a new way of saving for anyone 
over 14- Especially those of you who want to start 
taking money more seriomly. 

B ecause your cash won 't i 
just he sitting around ^ doing nothing. 



If I I b e 




earnt 



inter e s t 



all the 



1 1 m e . 



Y^v tan apply for your own BarclayPlus card 
m you'll also be able to draiv out cash whenever you 
want from our cash dispensers. 
So put your piggy hank 
into retirement hy opening a 
BarclayPlus account, at your 
nearest Barclays branch, mm: 



BarclavPlus 



+ +H YOU'RE 



BETTER OFF 



TALKING TO 



BARCLAYS 









* 




O- o 
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It may be aulet on the software scene, but it's certainty a hrve of 
activity in Lloyd's Forum this month . . . 

t have grown to despise summer. When you live m a town as 
historically important as Ludlow there's absolutely no chance of 
getting down to a few quiet hours of peaceful typing on my Hermes, 
What I really need is a nice, quiet holiday in sunny Bournemouth. 
Sipping cups of Esri Grey, as scantily clad ladies pass me by. 
Whoops, I'd better watch what I say or I might be in for a bit of literary 
discussion. Just as you thought Maria Whittaker had gone back into 
the ad-managers closet along comes . . . Corrine Russell 
promoting Vixen, The morals of censorship are discussed in SPLIT 
SCREEN, but that doesn't stop you airing your views 



DID YOU 
KNOW? 

Dear Floyd 

Did you kno 1 /d Mangram 

DolneL 

man Doll. E 

LadyMargMoi 
Dragc r Jogy . Magtorm 

Dylan and Mad Mong Ralty? 
Jonathan Reid f Scott Wright and 
Greg Cogzell, Coventry 

Maybe the question should have 
been, did l want t 

LM 

ALL 

TOGETHER 

NOW 

Dear Lloyd 

« ad a sort of fairly good 
idea, i I it perhaps 

i other 
a fanzine, 
ive been doing 
• ■ 
ave experienced the 

■e land -lack of review 
copx- | .vara houses. I 

but alas I shall ha^ over 

again a jwperiod' 

shd-of -yearext 
Unlortij (know that 

many fanzines areset upsolelyfor 
poseofobtai 

1 9 problem has 
by competitions 
ntentioned YS 

With ■ i am 

1 1 r fanzines, 
an produce 
tangibly i at he/she 

produc- ^neral 

syby 
me two constructive 
issues of his/her publication 
he/she will be at that 

I to such an umbrella 

pool our resource 

onal reader popi<: 
chart, similar to that In CRA 
Id be 
now, because of the 



fairly Jc- 

fanzines. A i ion such as 

rie I am proposing wot 
arguably h,: uselewrth 

software h j jidbe 

assured of a fanztne's existence, if 
you see wharf 

the soon 

r eaiise what a faithful 
bunch of S - 

fenziners are, they may iwic 
thefutu games 

market ties with the you 
who will ultimately be 
journalists of tomorrow, Eve 
h loadsamoney i i 
desert the Spectrum for the I 

i$of 16-fcrit 
land, there will still bet: 
of REAL enthusiasts, wh 
perhaps have only the amateur 
press to turn to. 

Anyone who i p J m 

g such an o 
should contact meat the address 
below, enclosing a.SAE for further 



Steve Thomas, Microchip 
Magazine, 37 Park Place, 
Cheltenham, Gfos QLSO 2R£ 

PS, We're 

/ have looked through 

'B6 that have floWedthrough 
<~?ASH offices, on their way to 
the alhseemg eyes of Dot 

.nave been many. 

excellent would 

faserve the time of 

software houses, but also their 

support, I have 

journals that would look more at 
home on the walls of a sut ■ 
WC. The tatter is the main r and 
s houBGsnot 
ul review samples to 
Would you send free copies 
of your magazine to people who 
were ) ig about'? I think 

te rightly so. However, 
an the $ui. f. 
games to fanzines. It wor 
ideal if the companies woui 
and choose the best magazines to 
supply, but sadly they don t have 
-'a to look through nearly one 
thousand famines {yes. 
many)! 

as worthy 
\a$ even an 
credibility can't be bad. All fanzine 
editors write to Stephen nm 
probably the best idea to come out 






of Ch stoics the fVa 

Express coach at 14:30, 

LM 

THE SHAME 
OF IT ALL 

Dear Lloyd 

I bouglit your magazine yesterday 

and wasembarr.?." the 

nswsagenl Inquired if it was for my 

grand! 

Your young readers of 28 years 
should think of women like me - 
arffly retired and 
bought a C':. oould 

keep my brain active and learn 
given a Qi 
■stbte Mission, as a present 
and have become hook' 
action nan ■ 

My problem is buying more 
games, as I have to pretend I 

as presents for 
young relatives. Now that I h 
discovered your magazine I can 
read about the different games. 
and so can just ask for the;game f 
want to buy i stead of 

software, 

E Roberts, London SE24. 

/ know what you mean. I always 
get my games from Aggh 
CRASH Mail Order - it saves 
money, and a tat of 
ember i \nd don t worry 

• osstble Mission 11 is coming 

vhy not try Action Force II for 
some rest action. H certainly 
loosens up myjc: 

LM 

A LONG TRIP 

Dear Lloyd 

iing to find out it I'm the first 
nplete Rastan, I 
completed this garde after jo. 
days of buying it, and just to prove 
that I have completed it. an- 

i <fes, here Is the 
message that appears 
of the 

YOUR QUEST HAS ENDED 
AND VOU HAVE FREED YOUR 
LAND 
PRESS ANY KEY 

''.NKSTO 
PAUL MURRAY PROGRAMMER 

ED KNIGHT FOR GRAPHICS 
MIKE AND STE FOR 

CARTOGRAPHY 
I vita ke to know who 

wrote the little-story for the back 
cover of Rastan. From reading the 
back cover I thou, -vouid 

be a challenging game, but when 
lad finished loan > 
■i was nothing but a 
mere kill-everything-ln-sight 
Why couldn't Imagine 



HH 



some real storyline into the game, 
id of the usual 'You must 

save your:- land/planet/unlverse 
urpetbudg* 
It's a pity Rastan doesn't have 

the lasting 

A Vail, Kent 

/ can Have that you had 

to play Rastan If you spent 
two days buying ft) And as 
didn 't enclose a date of purchase 
It's hard to say if you're the first to 
complete it. 

I share your feelings about game 
iniays, though. Perhaps, it would 
be an idea for all software houses 
to pL i 'saieqorv < 

pack of the inlay: i.e., shoot-'em- 
up; graphical adventure; bash- 
'em-up. etc - games am 

very hard to cate such 

systems are difficult to Impht 
W then you'll just have to wait for 
the CRASH review 

LM 

NOT HER 
AGAIN! 

Dear Lloyd 

that CRASH 

slowly but surely turning into atop 
shelf magazine? 1 decided not to 
make a fuss about rt when the 
Maria Whtttaker advert can-h 
but it seems other software 
■s are faking the liking c 
uque' of advertising. The 
Vixen advert backs my • i 

I quickly skipped the pag> 

■■. it and to evade 
having an embarrassing argument 
with he n /thing be done 

to stop these adv I really 

see the point in linking a sexy 
woman and a computer game. 
CRASH is the biggest 
selling computer magazine, can't 
you set the e* ample and ban these 
advei 

Next poinL is that SCORES is 
becoming?. 

as Hail of si 
••ooaycariii 
saying what they presumably got 
and their name is in CRASH witn a 
chance of a £40 prize. I would have 
ssand say that over .50% of 
scores sent in are not genuine. 
(E.g., I know for sure th 
highest scores on Zynaps and 
Flying Shark are complete and 
utter liesHJ) It would be be$' 
photo or evidence is required to 
have your name <n SCORES. 
David Nije, Merseyside 

The advertising link is not meant to 
be between 'sexy women and 
computer games', but between 
'sexy wo.- computer 

game buyers - a very different 
matter, it's quite strange thai all 
the lelters of complaint are coming 
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from men, when it is they 
(according to the all-knowing ad 
agencies) who are supposed to be 
getting the 'kick ' from it! Read this 
month 's SPUT SCREEN article for 
a view from the so-called 
victimised party - women - and 
the affected party - men. Just 
think, though, it is the mate 
population who are realty suffering 
- they're the ones out of pocket at 
the end of the day . . . 

LM 



JUST ONE 
LOOK 



Dear Uoyd 

Is Nick Roberts CRAZY?! In Issue 
50. Garfield was reviewed, and 
was a Smash. In the very same 
issue , Nick printed a whole map of 
the game, lots of tips, then, in Issue 
51 a cheat mode. In Issue 51 he 
printed a whole solution and some 
solutions for Nebulus. In issue 52, 
he printed a whole solution to Dan 
Dare tl. I think whole solutions spoil 
games. I wanted to buy Garfield, 
until I saw the solution in the same 
issue. It would put anyone oh* 
buying it; and any game they could 
b uy and already have a full solution 
to. Software companies would 
surely not want this. But I think 
there should be a system, rather 
like that of Signstumps. And that 



brings me to a complaint about the 
Adventure Trail, Derek Brewster 
never printed a full solution in 
Adventure Trail {only once, and 
that was someone else's fault) yet 
when he left, you printed a full 
solution for SinbadAnd The 
Golden Ship. 
Carl O'Connor, Shankill, Eire 

Nick says, he always likes to keep 
you informed of the latest tips for 
the latest games. Pundits say that 
sales of a full-price game are 
usually dead after three months, 
therefore so are Nick's tips-unfike 
an adventure game which seems 
to last for ever. As Nick always 
says, 'Better to be one step ahead 
of the crowd than spilling sticky 
cherry cola in your Amstrad 
keyboard'. Well, he'd know! 

LM 



ASKING FOR 

THE 

IMPOSSIBLE 



Dear Uoyd 

Alan Sugar stated that the + 3 ' was 
not the last Spectrum" , so what will 
the +4 have? Obviously a disc 
drive; with the new support for the 
+3, Amstrad would be stupid to 
leave one out (though the new one 
could be a bit quicker). After five 



AT LAST! 

SPECTRUM SPARES 

AT REALISTIC PRICES 
All prices include post/packing, handling and VAT 

ULA6CQ01 £11.99 SPECTRUM K/BOARD MEMBRANE £4.99 

SPECTRUM K/BOARD MAT £5.49 

SPECTRUM K/BO A RD TEM PLATE £4.99 

SPECTRUM + MEMBRANE £9.99 

MODULATOR BM 

5/MANUAL £22.» 

Remember all prices include P & P, handling and VAT 
Full spares list available / Trade enquiries welcome 
Access/Visa, 24-heur T. A. service 
SPECTRUM REPAIRS £ 9,99 + PARTS 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FV5 3NE 
1H. (0253) 822708 



12&kROM 


£11.99 


Z80A 


£2.99 


7805 REG 


£1.49 


A U6 RAM 


£1,49 


5PECPSU 


£10.49 







years on the market, the Speccy 
deserves more and better colour 
(and no colour clash either). This 
would completely revive the 
Spectrum software industry, 
bringing up the quality of games. 
Unless the +4 can bnng better 
graphics and sound to the speccy 
owner, the Spectrum will become 
obsolete by the 1990's, 
Richard 'The Maniacal Mapper' 
Clark. Essex 

One thing that Alan Sugar did not 
state was whether the next 
Spectrum will be compatible with 
the last. To have all the visual and 
audio features of more expensive 
computers AND be compatible 
with the old Spectrum will prove 
difficult, though. Amstrad are 
always ones to keep VERY quiet 
about any future plans - you only 
know when THEY want you to 
know. Take a look at this month's 
news for more revelations about 
Amstrad. 

LM 



UNCLE SAM 
ETAL 

Dear Uoyd 

I was very interested In the two 
letters regarding Gunship, and 
your reply. 

I think that there is very strong 
evidence for there being a 
subliminal message in 
MicroPrase's games, which all 
seem to feature good ol' Uncle 
Sam defending truth. Justice and 
the American way against the evil 
un-American forces of subversion, 
particularly as these games are 
released when America's military 
might is being used to squash 
every Tom, Dfck and Mullah who 
comes along, the idea of 
sublirninally justifying this and 
softening the public's minds to 
these conflicts is useful to 
America. Remember, 
MieroProse's chief is employed by 
the Pentagon . . , 

1 1 ly , may I suggest to Robert 
Honway that if he wants a good 
12BK only game, then CRLhave 
produced a very much upgraded 
version of Tau Ceti, called Tau 
Ceti: The Special Edition. This 
features many, many 
improvements upon the excellent 
original, and should fill a gap! 
John Hafton, Leeds 



MicroPrcse inform me that their 
joint owner, 'Wild' Bill Steafey, is 
just a 'fun loving guy'. Anyway, 
MicroProse would have a hard 
time releasing a game when the 
Americans weren't at war with 
someone . . 

LM 

TEASER TIME 

Dear Uoyd 

Here are a couple of puzzles for 

you:- 

1 A new software house 
decides to market its games in 



three price ranges. FuH-price 
games at five pounds, mid-price 
games at three pounds and 
budget games at fifty pence. (If 
only this was true!) 

How could you buy one h u ndred 
games for one hundred pounds? 

2 Jimbasa birthday coming up 
and asks his parents for a 
subscription to CRASH. His father 
agrees, on one condition "You will 
play three games of Match Day tl. 
Your mother and I will alternate as 
opponents, if you win two games 
in a row you get your subscription ' . 

In the past Jim has won and lost 
games against both parents but 
knows that his father is me better 
player of the two. Which parent 
should he play first to maximise his 
-3S of winning two games in 
succession? Should he play 
father-mother-father or mother- 
father-mother? 

There you go Uoyd. at least 
a change from people whinge ing at 
yeri Keep up the good work. 
Nicholas Young, Lanes 

Umm, er... i think I prefer the 
whingers! 

LM 

Oh , yes - the answers 

1 Either, 1 full-price, 2 mid-price 
and 8& budget. 

Or; 5 full-price. 1 1 mid-price and 
84 budget. 

2 if Jim is to win two games in a 
row he must win the second game. 
So it's to h is advantage to play that 
against the weaker opponent. He 
must also win at least once against 
the stronger opponent, his father, 
and his chances of doing so are 
greatest if he plays his father twice, 
So It's father-mother-father. 

Of course, weH i knew all along, 
really. 

LM 



A BAD 
WORKMAN . . 

Dear Uoyd 

I have just got Issue 52 of CRASH 
and feel I have to write and 
complain. CRASH has steadily 
been going downhill , but this issue 
seems particularly bad and here's 
some gentle hints on how to bring 
CRASH back up to its high old 
standard. 

Firstly the cover, I mean it's just 
all writing, apart from the tiny 
quarter page drawing In the 
comer, it looks as if rt was whipped 
from underneath Oil's airbrush 
before it was anywhere near 
finished. 

Now Playing Tips and Nick 
Roberts. The guy is a first class 
pranny , he prints pokes for games 
which get 12% (really worth while) 
and the maps are ultra-rubbish, 
too big, no detail and badly drawn. 
So do everyone a big favour and 
do some serious grovelling to 
Robin Candy, to get him back on 
the Job (yes I know you'll hate ft, 
but Nick is such a git; look at his 
Target; Renegade review 'do you 
ever feel like kicking your dogs 
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head in?\ what a weSrcfo). 

Now reviews; all reviews should 
be given a full page, budget or not. 
If you're not careful you may end 
up In the ridiculous situation of 
Z2AP where a game gets 90% but 
still only has a page and one 
screen shot. Now the big 
complaint, the thing which really 
annoy&d me this month was the 
appearance of the dreaded mail 
order companies, long lists of 
games with a massive one pound 
off, your rival mags are full of these 
rubbish adverts, not are they 
incredibly boring to look at, they 
are notoriousfy unreliable and 
thousands of people have lost 
money through them. Please get 
rid of them, or before you know it 
you will be printing listings (arggh, 
.110, arggh mass suicide!). Anyhow. 
CRASH Mail Order is just as 
cheap, and ultra fast. It took a 
week for me to get Cybemotd 

my friend has been waiting 
five weeks for a game order 
through Your Sinclair. So please 
take my advice, give CHi less work , 
get rid of Nick, get rid of mall order 
adverts and givea full page review 
to all games and CRASH will be 
Number One again. 
Heti\ Stone, Ramsgate, Kent 

The theory behind putting text on 
the cover is to inform the potential 
buyer of what's in the magazine. 
Are the facts that Nick Roberts is 
on the cover {of issue 52) and your 
dislike of Nick wholly 
uf\connected? tn defence of Nick I 
must say mat a playing tipster's 
maps are only as good as his 
suppliers, Nick wii! always put in a 
beautifully drawn map. If he has 
one, Nick says, if you want some 
good artwork then take a look at 
next issue's Beyond The Ice 
Palace map. 

And to the ever-running space 
argument Ed (yes that means all 
of them!) has constantly told me 
that it would be totally impractical 
to give every game review a whole 
page. Poor games dont 
necessarily deserve as much 
space as good games; after all if 
)>vu 're not going to buy it then why 
read a lot about it! Budget games 
generally get less space because 
cheap games are mostly bought 
onknpufse, with a few spare coins. 
Whereas full-price games are 
'high-risk ' purchases and deserve 
more comprehensive and in- 
depth reviews. 

As to mail order. Well you know 
who 's the best, so send Aggie your 
money! 

LM 

VALUE FOR 
MONEY? 

Dear Uoyd 

Many of my friends who have 
Spectrums are hoping to advance 
soon into the 16-b'rt world, fov 

I Amigas. Now at £450 for an 
Amiga it's a big step. But what will 
they do with it, just play games; my 
Iriends are just basically buying 
Arrugas to play souped-up 
versions of Spectrum games. 



dust because the Amiga has 
better sound and graphics it 
doesn't make the games any more 
playable and addictive, which is in 
my opin Ion what counts in a game . 
They will spend £25 on a game, the 
same game on a Spectrum could 
be just as compelling and 
playable, and when you're 

fng a game you don't seem 
to nothce the inferior graphics and 
beepy sound. 

It's fair enough buying a 16-bit 
machine if you will use it Tor things 
other than games. H you want 
superior graphics for a games 
machine, why not buy a Sega 
System for only £1 007 
Andrew Morgan, Norfolk 

Consoles are a completely 
different matter. Many people, 
including myseif, could not bare to 
have the limitations of a console, 
instead of a computer — buy a 
console as well as a Spectrum! 

Buying a computer is just like 
buying a car. The great expense is 
not the initial purchase cost, but 
the hidden running costs. Is it 
reaUy worth paying an extra £15 
for enhanced sound and graph fcs 
(although you should see 
Interceptor on the Amiga -Ed). As 
the Amiga is stiff in its infancy I'd 
wait a while till the market place 
settles down to an acceptable 
quality. Read fne 16-bit feature for 
more information and thoughts on 
the new beasts, 

LM 



DIDST THOU 
THAT KNOW? 

Dear Lloyd 

Are you sitting comfortably? Then 
I'll tell youthelateofTheQuestfor 
Crucialtty . Once upon a time there 
lived a fair maiden who did enjoy 
to bash aliens to bits upon 
occasion. To read also she did 
crave, and so to CRASH she didst 
resubscribe. The maiden wast a 
vain wench, who to seem most hip 
"n "trendy didst magically appear a 
noble tome upon the door mat. 
Which whereon she seizest and 
didst peruse with utmost delight. 

Soon her gaze didst aJight upon 
a magical design, in which didst 
rest four likenesses. One likeness 
it didst bear two darkened circles 
where mayhap lay its eyes. 

'Oh wow!', didst cry ye fairs 
maiden, "How cool *n' froody be 
they 1 ! 

Straight away prepare didst she 
for a quest of mighty length. 
Though abandon must her trusty 
joystick (she doth it trust not to 
work), her bard's manuscript ' So" , 
and her Stephen Donaldson 
fables, she doth grit her teeth and 
mount her trusty steed (this 
sprinter she doth trust to be late by 
full half one hour of day), 

Across the plain she didst 
speed , and esplest wast she by an 
evil giant, 'Hey nonny nonny!' 
didst cry ye giant, 'How 'mazing 
hip 'rt 'trendy she be", and in his 
great surprise didst let fall ye soil 
from ye olde spade which carrying 



he hadst been, so he blocketh her 
retreat with a hill of steep sides. 

Bat an eyelid she didst not, so 
cool wast she. On she didst speed 
on her steed, until at length didst 
she attain ye olde town of 
Scropesbury. There she didst 
search both high and low. within 
every nook and cranny, for to see 
if these so hip 'n'trendy magical 
glass circles were therein 
concealed, 

In vain wast her search. 

'A lack', she bewailed, 'Oh wae is 
me, 
Hqw mayst I so trendy be 
When 1 hath not ye ultimate 

accessory? 
Where findeth one glasses like to 

Steve's? 
If I don't get some I'll be peeved!" 

FIN 



The moral of this story is 

That if your aim so trendy tfe 

Never go out without dark glasses 

Even if a cloud it passes. 



(Answer would be appreciated, 
even if a mite belated 
Vicky White, Shropshire 

PS. Yes, I know my poetry is awful. 

Answer? What was the Question, 
Vicky? 

LM 



GET BETTER 
OR BEWARE! 

Dear Lloyd 

Apologies due to the CRASH 
reviewing team whom I criticised 
in my letter, published in Issue 51 . 
I stated that I was unhappy with 
the reviewfng standards in Issue 
49, f have to admit that Rampage 
Is rather repetitive and therefore 
boring, and Scruples is only "pas 
maf. 

On to the real point of my letter 
- i.e., software standards. Ocean 
have put the ' bad old days ' behind 
them, and thankfully have moved 
it to pastures new - good 
software. Combat School, Match 
Day II, Platoon and Firefly have 
been released since Christmas, 
and all have been first class. 

Hewson are, without doubt, the 
most consistent software house. 
Cybemold- The Fighting Machine 
is perfection personified. 
Graphically superb, superlative 
sound and playabittty, and 
magnificent animation. If every 
game was as good as Cybemoid, 
then the world would be a better 



GO! have stalled, after a 
promising start; Trantor has been 
the silver lining to the cloud. 
Unfortunately. GOf got the licence 
to produce Oapcom arc I 
games. The licence could have 



IT'S MURDER! 



PLAY AND YOU COULD 
WIN £500 

A top Business Executive has been murdered 
Can you find out How, Why, and Whodunnit? 

Was the crime committed by a member of his Family, 
Business Competitors, the IRA, Moslem Extremists, 
the CIA, the Mafia, or someone else? As a player in 
this latest Play by Mail scenario - "ITS MURDER!" 
you must find out - and stay alive in tbe process! 

Will you choose to be a Scotland Yard Detective, a 
Private Investigator, a member of the Anti Terrorist 
Squad or one of our other characters? "IT'S 
MURDER!" has been written by experts, including a 
member of MENSA and a PATHOLOGIST. "ITS 
MURDER!" will challenge your powers of logic and 
deduction to their limits. 

Enrolment, Full Rules, and Pre-Play Murder Informa- 
tion £5.00. Turns £1.50 Postage paid both ways. No 
hidden extras. If not satisfied, return the registration 
pack intact within 7 days for a complete refund. 
Cheques and PO's only please to: 

MERLINS KINGDOM 

FREEPOST 

TINTACEL, CORNWALL PL34 GBR 

No Postage Stamp required. 
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been put to better use by a 
company who worry about quality 

not quantity, 

US Gold are consistent, but 
bad. Although saying that, to every 
rule there are exceptions - Out 
Run and World Class Leaderbcard 
are examples of good US Gold 
games. 

Every software company has, at 
one time, churned out a product 
saying to themselves 'This game 
is crap, but we'll con the public into 
buying it'. This has got to be 
stopped. Only the software- 
buying public can do this. 
Flooding the company's office 
with complaint letters, or even 
boycotting their software until a 
promise of quality comes from the 
company, are ways of doing this. 

Hewsonand Ocean have led the 
pack for so long now, it is time for 
other companies to try and regain 
the lead! 
Scott McGiashan, Glasgow 

Congratulations are certainly due 
to Hewaon and Ocean, but let's try 
and forget the past and look 
forward to the future, US Gold 
insist that their product is 
consistently improving (and after 
looking at one of their assessment 
sheets I must say they are trying 
VERY hard); GO!, on the other 
hand, seem to have reached a 
tetory standard now {Bionic 



Commando is great fun), f ain't 
wait for The Great Giana Sisters, 
Compared to four years ago trie 
software scene is much better, 
with a larger range of ideas, a 
higher quality of product AND (on 
average and forgetting the new 
budget boom) only £1 per game 
more! But, as Mrs Mangram 
always says, there's always room 
for improvement. 

LM 

FRENCH 
EXCHANGE 

Dear Lloyd 

Recently I spent ten days in 
France, staying with a French 
family as part of my A-level 
studies, I met several people of my 
own age, most of whom had some 
sort of computer. Surprisingly, I 
found that the Spectrum was quite 
well-known, it seems that French 
computers often represent a 
better package hardware-wise - 
everyone assumed I had a 128K 
(which is true), and could not 
comprehend the Idea of a mere 
48K RAM - but the standard of 
programming is way behind 
Britain's. They also nearly died 
when f said I used a cassette 
player to load programs, 
Finally, a point for you 



personally. You remember you 
were talking about synchronicity 
in your Christmas History? Welt. It 
was happening to me while 
reading CRASH. Now come 
own up - which one of you has a 
penchant for using the word 
eponymous'? ft must have come 
up about seventy three times in 
four months!! 

Finally {yes. I know 1 said 'finally' 
last time but I've just thought of 
something else), I might as weil 
shove in my oar on the 8-blt/1 6-bit 
debate, it seems to me that nearly 
rjH games at the moment are 
mutton dressed as lamb, crummy 
'Pong' clones that look like 
classical paintings (OK, so I 
exaggerated), I've even played 
one game where the sound was 
digitised onto an Amiga from a 



SPECTRUM I Shumthing wrong, 
snurely . . , 

igratulations on your fifty 
tssue<8 
John A Swan, Gillingham, Kent 



/ 'm surprised that they knew about 
the Spectrum - there's hardly any 
In France. Programming 
standards in France are rapidly 
rising; software houses like 
Lonciefs, Infogrames and Titus are 
now famiiiar names in the UK 
software market. Regarding the 
tape recorder; the only reason we 
have stow cassette players is to 
allow us time to enjoy a pleasant 
cup of afternoon tea with mother. 
LM 



Well that's it for now I'm off to book my coach trip down to 
Bournemouth. Ed says I can have three (!) days off this year (so long 
as it includes a Saturday and a Sunday - Ed). So with any luck I'll be 
back next month with a fresh and revitalised Forum (and slightly 
tanned, rf the colour of this page is anything to go by). In the 
meantime why not drop me a postcard from your holiday haven - I'd 
send you all one but I don't know where you're going . . . So if you've 
anything to say for yourself (or anyone else} drop me a line; as 
always It's LLOYD MANGRAM, CRASH FORUM, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY8 1DB. You could find yourseff the lucky 
recipient of a £30 software voucher! But then again who cares about 
the money, it's the fame I lovef 



Our PC's* are the 

GREATEST 



* People Carriers 



FEATURING 



High Speed Action 
Fast Loading 

Terrific Graphics 

Easy Access 

Great Choice of 

Titles 

New Hardware 



Amazing Value for 
Money 



- up to 125 mph in some cases. 

- many of our trains now have passenger 
operated doors. 

- what could be nicer than the English 
countryside seen from a train window. 

- just pop down to your local station. 

- with over 2,000 stations in Great Britain to choose from. 

- This year alone we've introduced brand new trains on 
many routes - Wessex Electrics 
between London Waterloo and 
Weymouth; Thames I ink between 
Brighton and Bedford; Supersprinters 
between Cardiff and Liverpool/ 
Manchester and Cardiff and 
Portsmouth. 

And we're opening many new 
Stations as well! 

- all under 16's travel at half price, 




And if you really want to ESCAPE., and 
SAVE, - get in touch with your local station 
for details of our Railcards, There's the 
Young Persons Railcard - offering 
substantial discounts for leisure travel for 
the under 24's, or the Network Card for the 
over 16's and valid for use entirely within 

the vast Network SouthEast area. 

mmmmmmmmmmmmmmmmmmmmmmmmmmmm 



Network 
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Turn to 45 and that smoking pile or ashes could he you! 
Turn to 86 and save the universe irom a millenium 

01 mutant tyranny! 



JACKSON „ LIVINGSTONE 



PRESENTS 



0* 




BLAST YOUR WAY 

THROUGH WORLDS OF ADVENTURE IN THE FLAMING, 

FUTURE OR THE DEMON-BLIGHTED LAND OF THE ANCIENTS. 

HAVE YOU GOT WHAT IT TAKES!, 
EXCLUSIVE COMPETmON 

Your chance to win a complete set of 
PUFFIN ADVENTURE GAMEBOOK8. 



H 




All \Q\J have to do is tell us the titles of trie first five books 

in trie Fighting Fantasy series. 

Sena your answers along with your name ana address 

before 30 September 1988 to: 

Crash Fighting Fantasy Competition, 
Rirrin Books, 
27 Wrights La nc t 
London w8 5 1 Z, . . 



% 



i\V\ 
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8.95 



'AT LAST' 

A WORTHY SUCCCSSOUTO 
THE EVES POPULAR MATCH DAY 
FOOTBALL SIMULATION - 
A GAME WHICH HAS 
REMAINED IN THE READERS 
CHARTS FOR 3 V€ ARS! 
Written once again by Jon Rftman and Bernle Orcimmond thi* NEW Match Day is the 
Jesuit of all the customer feedback and advice on how to create die pinnacle In computer soccer. 
Pkyourself against the CPU or with 2 players-Full league or cup competition with unique code - save fa 
"jump, head, volley and kick {using the kfck meter) to move the ball from player to player with automatic 
deadest! set ups and goalkeeper control. 
DIAMOND DEFLECTION SYSTEM™ ensures realistic ball | 
ricochet and the action comes with 
lull music and sound FX. 
If you want the very best in foot- 
ball for your micro then there's only 
one choice.. MATCH DAY II with 
multi-menu system makes the home 
computer come < pceonl is the registered trademark of Ocean Software Limited 






First of all paint the top of the wall. 
If Pebbles starts drawing on the 
bottom just leave her to get on with 
it. The start on the bottom. Leave 
Pebbles and just keep painting. 
You should, eventually, complete 
the stage. 



Ah, summer bliss. Or if you live in a small market town on 

r TOURIST INVASION! Yes, 

ur movements ere restricted 

le. It usualry takes 

If an hour to get t Wine (get a few cans of 

i) and back - and they're only downstairs! But 

lh of my problems. As you can see, the 

ewhat overrun with the name ( 

e with Ops for Raf Ce 
.rt the only reason I've kept them back is 
on I ran in Issue 51. Now Nick Roberts 
oroudly present The Ultimate Playing Tips 

anting Machine. All the compr 
good I had to get a second opinion on who 
resides that I also have more 
de Motel plu id tips. 



YABBA 
DABBA 
D00 

What's this I see? Could it be a 
great solution for The Ffintstones 
from Jamie Hendtey? Yes, it sure 
is! Now you'll have no problem 
catching Pebbles (cor, I love all 
her songs!). 



Driving To The Bowling Alley 

Go fast till you come to the first 
bump, then stem the anchors on 
and ride over the bump. Speed up 
and jump over the next rock. Carry 
on at full steam till the next lot of 
bumpy rocks. When you meet 
them jump continuously to the end 
- you should get there in time. 

Bowling Alley 

Just play bowls with Barney Rub- 
ble. It does get boring but you'll 
just have to put up with it. 

The Rescue 

Just get up as far as possible. Then 
go right and get the workman's 
hat. Go left asfar as possible, jump 
on to the rope and slide to the bot- 
tom. Grab Pebbles, go back up the 
rope r jump off trying to make the 
wind push you and go right till you 
come to the hole. Jump to the sec- 
ond platform and drop off. Go 
back down the lift, walk right off 
the lift and you have completed the 
game. I wonder what movie 
they've got on at the drive-in? 



TIM ELY TIPS 

•-/Naming is used or found in S America, 



arrow should appear. 



S55SS r 1 The RaCB Bray and Mar: Doooy. in fact 
Against Time, the new aatm thoi-™ « „„„,* . .u.:,. ,,!, dtlf 



*To plug the European hole in the wall: qet the UMBRELLA fru tn 

\£? .Pf* Enter ?** c ^e-ar»d get the plug then return to ihehotem 
the wall. Jump on the hill, press fire and the w**»r -» «™L me ™ m 



Spanner 

Herring 



Ice Pick 
Head Dress 

Sand Bag 
Stool 

Sphinx 



Umbrella 

Cheese 
Plug 
Axe 
Salt 



FOUND IN; USEDtN: 

Europe 
Africa Europe 



N America 
Africa 



N Ar^e'rioa 
N America 
NArn 



Australia 



Africa 
Europe 
N America 
Australia 



Stop ' 

Feed cat in cave 

"Ow storm 

Helen.: 

'•and storm 

Movestfw 

Stand on near wail 
Open temple 



Pass rain storm and water commc 

from waii 

Move elephant 

Plug wail 

Cut down " 

Get over river 



FLY TO LOCATION AND . . . 



I'iMilMllIelVSWzJfuWrT-.TirtM 



getting mouse and go right 

Go to the place with lots of arrows. Try and H 

'land go right 
Sntar the temple 

Jump up on the right side. When you are in the 
pyramid, the stone should rise, then go left 
Go down the arrow on trie fat right go right 
Go down the arrow on the far right, oo left 
t?u do wn arrow on tar left. Now go left, use the AXF fn 
cut down tree, go as far left as youT 
is at the base of the tree 
Go right 

Plug water. The cheese is on the Mi 

Enter the cave 

The axe is past the tap 

Go right, past the rain storm 
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Here, to go along with that brilliant Cybemoid 
map, is the complete screen by semen guide 
to the game by a mysteriously anonymous 
person from 51 Farm Fields Close, Sheffield. 
Each description lists the objects on the 
screen, followed by an easy solution. If no 
exit point is given it is not critical where you 
exit. On all the screens containing aliens you 
should fire constantly (but I think you've 
probably gathered that a (ready), 

LEVEL ONE 



1 (volcano) Exit at far bottom left. 

2 (eSens, mace) Drop down the far left, firing constantly 
untilyou pick up the mace. Pick upany cargo dropped 
by the aliens. Exit left of centre. 

3 (oeehmgun) Drop a bomb immediately to the right. 
Exit as far up on the right as possible. 

4 (tm missiles, indestructible gun) Move across the 
screen tin trie red bullets start coming. If you can make 
it all the way across before they come then great ( but 
if you can 1 then duck down into the holes in the 
pipeline. Smash the two missiles with the mace. 

5 (pipeline with aliens) Position youreali on the left 
pipeline so that you are exactly square on. As soon as 
the top alien hits the roof go in between them, Move 
down with the aliens and exit out of the hote. 

8 {jattens, two extra weapons, missile) Fire a BOUNCE 
as soon as you enter and rise, finng constantly. 
Continue firing and cofiect any cargo thai may drop. 
Ex(l the screen as soon as possible as rt can get very 
hectic, 

7 (two pipelines, extra weapon, volcano) Switch to 
SHIELD and activate ti as soon as you enter tire 
pfteline, Fly through the pipes but be sure to pick up 
a new SHIELD on the other ade. Switch to SEEKER 
and exit at top right. 

B (beehlvegw, plant, indestnjctiblegun) Rrea SEEKER 
immediately and fly up right. The mace will destroy the 
plant If you have lost the mace then either use another 
SEEKERora BOMB. Stay on the SEEKERfw the next 
screen, but be ready to switch to BOUNCE. 

9 (beehive gun, a/lens) Fire a SEEKER and switch to 
BOUNCE Move right whilst firing. Use the BOUNCE 
when the screen tils with aliens. Keep on firing and 
cottacting cargo Ml your cargo points total over 1500. 

1ft |hw pipelines, caterpillar) Fly to the tubes and switch 
to SHIELD. Activate it and fly through exiting top right, 

1 1 (two large guns, rear laser, bricks, extra weapon) The 
guns don't fireso just destroy them for points. Collect 
SHIELD as extra weapon. Collect the rear laser gur> 
and blow away the bricks. Switch to SEEKER for the 
next screen. 

12 fattens, beehive gun) Fire SEEKER and exit bottomM, 
Keep firing. 

13 (two missiles, plant, caterpillar, bricks) Use the mace 
or BOMBS to destroy the missiles and the plant. 
Watch out for the caterpillar as you cannot kill it. Shoot 
all the b*icks and exit 



(fivemissiies, caterpillar) If you still havethe mace then 
use it So destroy at! the missiles, if not use BOMBS. 
Change to SEEKERS. 
15 (beehivegun, level Oft) Fire a SEEKERand move left to 
dodge anything nasty that the been w might have 
shot Land on fm end of level lift, 

LEVEL TWO 



16 (extra weapon, five missiles, plant) Just use BOMBS 
here to Kill everything on the screen. Exit along the 
bottom of the screen, select BOUNCE. 

17 (extra weapon, indestructible gun, bricks) Shoot away 
a couple of bricks at the bottom of the pile and ccJIect 
the new weapon Fire a BOUNCE and exit. 

18 (mar laser, aliens) Keep shooting left as you go down 
Cotect the rear laser and come up on the left 
continuously firing. 

19 (mace, caterpillar, plant) Dodge the caterpillar by 
going down into the pipes till it goes overhead. DONT 
collect themaceas it spoils plans for the next screen! 
Select BOUNCE, exit right, 

20 (beehive gm, three missiles, two plants) If you have a 
mace it will destroy the first plant leaving you open lo 
fire from the beehive gun, If this happens, launch a 
BQUNCEand dodgethem. If it doesn't then BOUNCE 
tffl the gun has been des?: o 

21 (Wee pipes) Select SHIELD but don't use it. Go 
through the first pipe as on Screen 5 and just as you 
enter the second, activate the SHIELD. 

2Z (aliens) BOUNCE upon entry and drop quickly, firing 
all the time- Select SEEKER. 

23 (beehive gun, two plants) Rre the SEEKER. Select 
BOUNCE it you don't have the mace, otherwise use 
SHIELD. 

24 (plant, aliens, extra weapon, rear laser) ffyflu selected 
BOUNCE then use it once, select SHIELD. Nowcollect 
the extra weapon to regain your SHIELD and pick up 
the rear laser. Select SEEKER and exit centre right . 

25 (beehive gun, indestructible gun, four missiles* 
plant) Fire two SEEKERS immediatefy. TheftrstwiShit 
thepiantandtheseoondthegun. Be prepared for the 
gun to fire at you. BOMBS can now be used lo destroy 
the missiles, or a BOUNCE. 

26 {indestructible gun) Dodge the bullets using the gaps 
in the pipeline, as In Screen 4. Exit as far left as 
possible. Seteet BOMBS. 

27 (indestructible gun, rear laser, extra weapons, 
bricks) Destroy aJlthebrieks using laser and BOMBS. 
Collect the rear laser. Collect the weapons in this 
order: BOUNCE, SHIELD, SEEKER, BOMBS, MINES, 
For example, if you have Five BOUNCE and one 

I eld, select seeker before collecting the first 
weapon. Select BOUNCE and exil top left. 
2S fcate^DrAfe/-, iwc*"^) Gk> right sligih-fly and fwe a 

BOUNCE, If it is fired correctly the four bricks wifl be 
destroyed andthe caterptflarwi go around the central 
block. Follow it round anti-clockwise and exit at the 
top. 

29 (caterpillar, two segments, bricks) Go up left to the 
pipeline and wait for the caterpillar to pass overhead. 
rVtoveup when it has gone and whist doing so, select 
BOUNCE. 

30 fafer$ Move out of the tunnel and fire the BOUNCE . 
Drop down, dodging and firing. Select SEEKER and 
exit. 

31 (bricks, beehive gun. aliens) Fire a SEEKER and then 
BOMB or BOUNCE your way through the bricks. 
Select SEEKER again and drop down the left side. 

32 (beehivB gun, plants) Fire a SEEKER and drop down, 
Exit left and select SHIELD. 

33 [indestructible gun, six missiles, two extra weapon) 
Activate SHIELD and collect extra weapons, Exit 
quickly at the bottom. 

34 (plant, mace, reer laser, blocks, two extrs 
weapon) Collect everything. Select your most needed 
weapon. 



(indestructible gun, six extra weapons) Dodge the 
bullets end pick up any weapons you need. 
(frvemi$$ikt$,8!ien$ t pt8nt) BOUNCE and pick up any 
cargoyou may need by firing as you cross thescreea 
(aliens, mace) Enter thepipes and BOUNCEabouthslf 
way down. This gives you some protection from the 



(end of level lift, four missiles) Destroy the missiles 
using anything you have handy. Complete the level. 



LEVEL THREE 



fright missiles, mace) This screen Is no problem, but 
be sure to pick up the mace and select SHIELDforthe 
next screen. 

(inoestrvdible gun,, three missiles, beehive 
gun) Activate SHI ELD and ki II the beehive gun with the 
mace. Exit quickly with SEEKER selected, 
(aliens, plant, beehivegun) Fire the SEEKERandexit. 
(three missiles, aliens, extra weapon, rear laser, mace) 
Fire a BOUNCE to help wrth the alien and missile 
onslaught and pick up the weapons. Exit tar right, 
(indestructible gun, four extra weapons, bheks, 
blocked pipeline) Collect afi the weapons and tend on 
top of the blocked pipe. Fire a BOMB to destroy some 
of the blockage. Drop down to where the block was 
and fire two shots. Sprint to theend of the screen and 
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(caterpillar, two missiles) Move left instantly then 

move up. Select SEEKER. 

(beehive gun, plant, aliens) Fire a SEEKER and keep 

firing constantly as you exit left. Seiect BOUNCE, 

(four missiles, two large guns, aSem) Fire s BOUNCE 

to eliminate most threats and BOUNCE up and down 

to the right, firing, 

(four blocked pipelines) Treat these 3$ normal 

pipelines but fire constantly as you drop and rise. They 

should present no problem. 

(twoplants, aliens) Thisscrean is (again!) no problem, 

BOUNCE if needed and exit left of centre. 

(beehive gun, aSens) Launch a SEEKER. Take your 

time leaving thesate spot at the bottom. When you do 

r?se be careful not to get killed near the top. 

(beehive gun, aliens) Fire another SEEKER followed 

by a BOUNCE, Beware, these aliens fire many bullets? 

Exit bottom left, carefully. 

(atiens, mace, rear laser) BOUNCE and travel along 

the bottom of the screen coHecting everythinp there. 

The mace should be enough cover to avoid bang dWe 

bombed. Select SEEKER or BOUNCE. 

(beehive gun, two missiJes, aliens) Fire a SEEKER or 

BOUNCEquickly, Follow it wfOi a(nolher) BOUNCE to 

eliminate the aliens, 

(caterpSiar, Iwomissites. bricks) Don 'tfire a BOUNCE, 

as the caterpfllarmaydo funny things and kill you. Fly 

over the missiles high enough for them to m 

Shoot the bricks and bomb the bottom two. 

plant} Treat ihe pipeline as normal, use the mace to 

kill the plant (rf you have It), if you don't have it, use a 

BOMB, select SHIELD, 

(caterpillar, indesiructibie gun) Use the SHIELD to 

avoid the bullets and caterpillar. 

7 OUNCE if you need to and exitbottom left. 
The aBens shouldn't be too much of a problem. 
(six missiles, bricks, beehive gunf You have plenty ol 
time here so move Seft and right till all the missiles have 
been destroyed. Now launch a SEEKER and destroy 
all the bricks by using a BOUNCE or some BOMBs. 
Select BOUNCE for the next screen. 
plant, beehive gun, seven missiles, aliens) Rr e a 
BOUNCE and go close to the plant or rrissSes for 
shelter from the beehive gun's bombardment Now 
rise, finng and killing the aliens as you move right. 
(aliens) No problem if the aliens are easy. Launch a 
BOUNCE for luck, though, and there should be no 
problem. Make sure you pick up a mace and select 
SEEKER for the next screen. 
(thmbeehiveguns) Launch two SEEKERs and kill the 
final beehivegun with the mace. Select BOUNCE and 
exit top right, 

{aliens, seven missiles} Launch the BOUNCE straight 
away end dodge your waytothetapoithe screw. Bat 
here at the far right. 
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WELCOME TO 
EDDIE EDWARDS 
SUPER SKI! 
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AS ENDORSED 
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-THE EAGLE" 

EDWABDS. 

BWTISH 

OLYMPIC SKI- 
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Screens 






LORICIELS LTD. Eastern Avmu«, fctehfteW, Staff* WS13 6KX Tate*: 336130 E 



l of tpev W™ 



V 



System 



Spectrum 
Spectrum 

CBM 64 

CBM 64 
Amstrad 
Amstrad 
Atari ST 
IBM PC - Compatibles 



Format 



Disc 
Cassette 

Disc 
Cassette 

Disc 

Disc 

Disc 



Price 



£8.99 
£12,99 

£999 
£14.99 

£9.99 
£14.99 
£19.99 
£24.99 



CBM 64/126 9.99«II«99d ATARI ST 1 9.99d 

SPECTRUM fi.99c AMIGA 24.99d 

AMSTRAD 9.99c T4.99d IBMPC I9.99d 



GIANTS Or THE VIDEO GAMES INDUSTRY 



en years have passed since she demttatkng 
war whan the «wml*i i«cr«t i*rgon 
"i/n/lfi destroyed our civilization, 

me only hope we have of regaining tnit home 
world and rebuilding our llvn Ihrs In the 
hand* ol our clH* fort* of Clonic Commandos. 

With their telescopic Mmbs, sopjihttcstcd 
weaponry and Manic power they must 
Inf tlriai* the enemy baits, del uroy the deadly 
fo* and neuttalfje their doomsday weapons. 
Your skill and their triorrkptrweti Me out onty 
hope 



■ 




GO! Media Holdings ltd,, Until 2/3 NoHokJ Way, Hoiford, Birmingham BO TAX. T*l: 021 356 33&B 



C/WCOM U.S.A,, IrK. J VI P 





62 (eight missiles, mace, rear laser, extra weapon} If you 
left at the cxxrect point on Uie last screen you will be 
able to travel from right to left and let the missiles 
launch themselves harmlessly. Then risetocotlect the 
weapons. Select SHIELD if you have one or SEEKER 
if not. 

63 tfjeenwe gun, missile, aliens) Fire your selected 
weapon and follow it up with a BOUNCE. Get to the 
bottom as qukfcly as possible. Keep BOUNCE 
selected. 

64 (afans, bricks) Launch a BOUNCE to remove the 
bricks and help kilt the aliens. Exit bottom left. 

66 (aSens, two plants) BOMB the plants and move right. 

Because of the overhanging platform, halt the aliens 

won't get to you. If you fire constantly you shouldn't 

get killed. 
66 {bricks, Mdtesrjuetibte gun) Destroy the bricks with 

BOMBS. Remember, the bullets launched by the gun 

can travel faster than you! 



67 



68 



(tndestructibfeguri, volcano) Quickly drop into the first 
hole. Be careful moving on this screen as the gun's 
bullets are obscured by the volcano's eruptions. 
Select SEEKER. 

(two beehive guns, sHanS) Fire two SEEKERS 
immediately and follow them up with a BOUNCE. 
Because of the narrow left side of the screen caution 
must be used in all movements, especially after the 
two guns have been destroyed, This is because the 
explosions obscure aliens and bullets, 



69 {six missiles, mace, rear laser, 3tiens> six plants) 
Coltect the mace to destroy the missiles and then 
coBect the rear laser. Launch a BOUNCE and fly up. 

70 (level lift} This is the final screen (hooray!) . The 
pipelines should be treated as in Screen 47. Land on 
the lift to go back to Level One. 

Or if you're a real cheat then the alternative 
is to use this POKE for infinite lives and fire 
power from Anthony Johnson in London. 
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Gosh, here we are again with another Cheat Mode Motel. This 
section of Playing Tips has had quite a few inquiries recently. 
Loads of people trying to get in to one of our many posh suites. 
Half of the people who write to me seem to worship the section 
along with Flashback, And the other half. well, they don't know 
what's good for them, do they? Anyway here's this month's col- 
lection of connoisseurs . . . 



ROLLING THUNDER (AGAIN!) 

To change the colours of the 
sprite's and the backgrou 

lawn the INVERL- 
1. Then press keys 4 and 5 to 
char. ifoould 

line AFTER typing in 
cheat mode in issue 52 (typing 
J1MBO on the title serf' 

an also fly if you press I 
when you iump. 
(occupants; Jason McEchatton 



and Edward Swift) 

TAPPTTYTAP 

I don't know whether this will 
work but you can try h if you like! 
You will need tw [oys- 

and two joystick ports on 
your computer. Load up any 
res you to press 
left and right quickly (like Com- 
bat School or Hypersporti; 
redefine the left a nd righ l keys as 



the two fire buttons on the joys- 
ticks, Now when you have to go 

P' you can pre? 
autofims and you should zoom 
along. 

(occupant, tan 'blame me if it 
doesn't work* Williams) 

MUGSY 

To gt DQGjjQ just enter 

'88888888' (eight eights) when 

the Syndicate asks you how 

many ms you want to 

buy. 

(occupant: Paul Jones) 



JACK THE HIPPER 

s you are near a eat. parp 
th e horn an d it flies up to the 

Someone wril now chase 
you but if you get out of that room 
V will 
have ceased their frantic actions, 
but the cat wilt still be doing his 
bat impressions, 

If you now parp where the cat 
was your naughtiness will rise. 
Continue doing this till you have 
100% naughtiness. 
(occupant: Paul Jolly} 



IT'S BUGGY BOY TIME 



't been able to test this POKE from Ian Crome in Norfolk 
ise I only have the 128K * 3 version on the game (for which 
I've put in a Muitrface poke as well), but you can try it If yoo like. 
It gives infinite time on the 4BK version of the game, hopefullyl 



m\ S; POKE 37973.0 (128K) 
• I POKE N A NEXT N 

55 KSS«« a 






SPEEDLOCK III HACKER 

Last time I printed a muttihacker routine It went drastically 
wrong, rf you don't know what I mean just look at Issue 47, page 
57! But the man behind ail these routines, Jon North, has 
assured me that his new Speed lock ill hacker works perfectly. 
This new routine works on speedlock games that load with 
multicoloured borders and beeps. 



! s 

I TO 
i 20 
! 30 
40 
50 
60 
70 
80 
90 



•i 



_ 



K p S£ K T T J0 » N0 ™ 

FORF=3e4TO30139 

READA:POKEF,A 

j^J T =J+(F-29990) * A:NEXT F 

T^>^7?568 THEN STOP 
FORF =FTOls9 . READA 

^JL 2 ?™^ GOTO 100 

100 IF Toa THEN STOP 

120 DATA 42, 188, 117 221 V* 

30 DATA 182, 117, 6, 6 197 
140 DATA 221, 78,0 22 35 
150 DATA 6, 0,1 97, 229 17 
160 DATA 20, 116,237,176 33 

70 DATA49, 116 ,26 254249 
180 DATA 32, 2, 54, 33 
190DATA36,116,126,254 249 
200 DATA 32, 2, 54,0, 235 9 

220 DATA225. 193 9 193 ib 
230 DATA 209, 42 188m? 
! 240 DATA 112, ili 9 TlOO 

' of25 ATA0 - 6 2.243,'237,177 
i 260 DATA 43, 1,0, 4 237 

^MTAS6,17je9, 250.1 
280 DATA 0,6, 237, 176 33 
290DATA150l,7 34li5 254 

310 DATA 54, 82. 50, 17 14 

33Sn A T A £ 24 ' 205 ' 2 8.254 
^° ^33. 38,265. 1,100 
340 DATA 0,62.217,237 177 
350 DATA 54, 72, 54, 72 43 
|^^ A ^0.33,190;117 

^data' 7 "-- 7 '? 54 ' 1 ' 40 




Now here are some data lines to go along with the main piece 
of code. 

OUT RUN (Infinite time) 

•" i400 o DA 7 ?i 1 S 33 - 176 - 158 ' 53 ' 1 ^: : j 
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GRYZOfl (Infinite lives) 




236.254,'l7.O,64,r20b23rm' 

196,0.72,33.9,64.34 24i54 9f 

0,254,175,50,103 136,795 ffi' 
1180348 



SUPER HANG ON I (Infinite time) 



400 DATA 96, 224, 33. 231 254 17 1? . 
91.1,35,0,237,176 195 7? •£ ' 

1^t75,50,79,,93,i95,240,235;i:| 



SUPER HANG ON II (Infinite time) 



• ,400 DATA 96. 224, 33, 33, 216 34 39 < 
! ff-33,54,9,34,42.188 75 50 8" * 

188,195,0,72,1116223 ,S0,44 " 



BEYOND THE ICE PALACE 



These are the official Elite tips ful weapon. 

for this brilliant game. Watch out 5 Be a man, stand and fi 

for a fantastic map coming your baddies, don't run a. 



way soon - exclusive to CRASH 
Playing Tips. 

1 Aiv.. words 



baddies, don't run ?i.. 

keep folio'.'. I 
way The larger 
take some frantic shooting to 

: 



6 Watch your head for ei 
weapons. when you climb up ladders:. 

2 Use the mace ball to kill 7 Take your time - don't run 



ahead blindiy as you'll : : -> 
form above. surround 

3 Su*~ - 8 Dodge enemies' weapons by 
there are only mber jumping or ducking them. 

to be found, also, you can only 9 Watch out for sneaky bats on 

moving platforms - b© pre- 
up any more than two, pared to summon a 

4 If you pick up a poor weapon, q only work when 
such as a dagger, try back above baddies. 






tracking to find a i • tr- 10 Good kick) 



moving platforms - b© pre- 
pared to summon a spirit 
only work when 
-baddies. 







The things people do to keep hold 
of their Young Persons Railcard. 




Its not surprising when ft only costs £15 and gives 16-23 year olds Vi off most rail travel for a whole year. Pick up a leaflet for details. 

=^= Young Persons Railcard. 






'UUllll 



'UllBJlll 



COMPETITION 



'IU..11 U 



THE EMPiM SIMMS BACK yjo^, mash rating 

of 90* -'-.eEmprteha'surteasher. 

i ;ar* one desperate otic • I 
e Skywater arid Han Soto 
MiBedlurr Falcon) hurtle through the i : 

onesf? Haven'i you always had a sneaking symp r side 

en* when Darrh Voder 5 forces r " 
: r-ajsgnd shimmering Shards 9 
Weii ; Von the dark side of the 

face, Domark has Oira sfflgjpus campeJfirari One eorthling CRASH 

readei, accompanied by a morally supporfwo friend, nas been, granted c r 
1, Db'rth Vad©> commemoto* 

stof\ unprecedented in the htstory of !he gatoicy. (and so you can show you' 
mum) q .photographer f*as been granted 

foftttifrishol 'iugh for the aark si.deaf Ihe tore©) the Lord 

of the RrMte wisdom, has agreed to take ycu on a putney throu : ; 

Lorctoh's new 1 winner ond 

3001, the latest in computer- 
inofogy (even Domark couldn 'f afford the Empire's 
astronomical hire /ales), The voyage reaches right across the so 

.-j nughl encounte; 
\g be cot'.v rjQte for this exfro brdln ory opparhji iHy . all you hove 

to do is ihir • . caption tc ■• • ■ • 

i-hon (Do and Mark) pummeaing an . unusually abject 
■ . ■ 

ilongwHh yournarr 'a postcard 

.'- Brtv9tope,asih( ^©m 

Off 10 1 IOVE DARTH VADER COMP, CRASH, POBOX 10, tudlow, ShropshireSYS 1DB, 

Entries must be received by August 30 and the decision of the appointed CRASH 
iudges remains final and binding every respect. Or else the force will be upon 
you! 



Stardate: 1 June 1988 

Not only is Stormlord (the follow-up to 
Exotm) going full steam ahead, but 
Cybernoid If is also being started - and I 
thought slave labour had been abolished. 
(That's what you think buster - Andrew 
Hcwson.) So it looks like this month is 
going to be . . , tocoin a phrase . . , one 
mean mother. 

I have designed some nice graphics for 
Stormlord and without wanting to sound 
too Immodest, I reckon they are pretly 
good. If everything has gone according to 
plan there should be a few screen 
photographs scattered around the page - 
hope you like 'em. 

Stardate: 2 June 1988 

I receive a phone call stating that 
Commodore programmer Nick 'I can do 



ten programs at once 1 Jones and I must 
attend a meeting at Hewson HQ in 
Abingdon, next Monday. After- trying 
every conceivable excuse, Nick and I 
eventually Jiave^to yield to this highly 
unreasonable demand. Apparently, the 
meeting (or perhaps that should be 
interrogation) is being held so we can 
discuss Cybernoid It % and to enable the 
marketing people and games critics at 
Hewson to view the latest developments 
in Stormlord. 

No doubt they're going to give me a 
hard time, as usual - especially that Paul^ 
Chamberlain who is to games 
programmers what Colonel Sanders and 
Bernard Matthews are to chickens. 

Stardate: 3 June 1988 

I shall be spending the next few days 
frantically putting together a demo of 



▼ Raff sets the seal of approval on hfs choke of wallpaper 




Stormlord^ ready . for the dreaded 
encounter on Monday. The reason for all 
this hard graft is' to convince everybody 
that I have actually been working^ which 
of course I have). 

Stardate if 6June 1988 

Today Nick and I are making one of our 
rare visits to Hewson HQ, 'm the heart of 
rural Oxfordshire', as the recruitment ads 
used to say. Yes, there is not a scene more 
idyllic and rural than -billowing Didcot 
Power Station and Milton Industrial 
Estate where Hewson HQ has its roots 
firmly planted. We, are greeted, as usual, 
by yet another totally new secretary, I 
think Andrew Hewson employs a new 
secretary for every new tetter that gets 
typed up. Oh weUL^variety is the spice of 
life I suppose. 

As usual Attjircw has forgotten that 
Nick and I are popping over and is ' in a 
meeting* with some other poor chap, I 
decide to wander off to see if I can pester 
anybody. The marketing department 
met hhiks; they're always good for a laugh. 
I get chatting to Sandra, the marketing 
(and definitely NOT PR) person at 
Hewson, about possible ideas for 
Stormlord' s packaging artwork. 

Needless to say, my brilliant idea of 
having a photograph of yours truly 
amongst a dozen semi-nude page three 
girls is rejected without a second hearing 
- too expensive apparently, (Funny, I 
don't charge that much.) 

When Andrew finally notices that I 
exist, I am goaded into loading up my 
'Stormlord demo. He is duly inspired by the 
super-smooth scrolling plus the fabulous 
colourful and lavish graphics (look, be 
fair, I have to hype the thing somewhere), 
4 Very sexy', is Andrew's comment 
(whatever that means). The rest of the 
meeting is devoted to discussing 
Cybernoid II. Hugh Binns will be designing 



all the graphics for this second Cybernoid 
adventure: . 

Stardate: 8 June 1988 

I feel it is lime thai Sivrmlard had a main 
character designed for it. As mentioned 
last month, animator Nigel Rrowojohn is 
the person to be delegated with this task. 
At the moment I am using Vitorc, the old 
character. 

Stardate: 12 June 1988 

I am Finishing off programming the main 
character movement controller. The way 
he jumps works quite well because the 
player can dictate exactly how high he 
leaps. The higher the leap, the quicker 
the main character's energy is consumed. 
1 think I'll use a similar idea for the main 
character's thunderbolt throwing, i.e., 
bigger and more powerful bolts will use 
up more of his energy than if he threw 
small sparks. Different nasties and 
obstacles will demand varying amounts of j 
the character's energy. 

Stardate: 14 June 1988 

It seems the gang at Hewson HQ want to 
photograph some screens full aiStom 
graphics. In fact I only just got out of 
having tis take the photos myself - Now, I 
wouldn't say ^ hat the people at Htfwson 
eftpect much from me . <^ Oh who cares! 
Yes I would say than the slave drivers at 
Hewson expect much too much from me, 
. (Raffaele, I'm sending the boys round - 
Andrew Hewson.). 

• 

Stardate: 18 June 1988 

Hugh Rtrms has eomt? over for the 
weekend so we can -discuss Cvrm, 
fuflher. Weil, that'll take about half an 
% hour. Seriously though, Nick, Hugh and I 
hate come up with several interesting 
ideas fehalf of which I- was severely 
tortured into atfeepting). 

Stardate: 19 June 1988 

■ 

The glorious weather has forced us 
(totaU^kgainst our will, I might add) to 
abandon discussing Cybem^d ' JI-, and 
instead we all have a silly day trip to. 
Windsor Safari Park. It's a hard life being 
a programmer . . . 



Stardate: 22 June 1988 

Today is the day that I actually received 
the main character's animation graphics. 



.was" 



character into the program is an inspiring 
moment - it seems to boost the gwneV 
atmosphere immeasurably. 

Of bourse, there are some alterations 
that I want done (yes I am a fussy so- and- . 
so), and I inform Nigel of these. Overall 1 
think the main dude is pretty splendid - 
nice one again, Nigel, 

Stardate: 23 June 1988 •■ ' 

• a 
"' 

1 got up at 4,30 wv to incorporate the 
newly-modified main character- wH^llys 
second batch of graphics were delivered 
at such an -unearthly time shall remain a 
secret, "be cause td n explain would take, 
forever. ■ './.:•••' 

JLrrrrrghhh .. . >!*!$? The whole 
phics disk is corrupted !M any glorious 
yellow and black streaks have ^loyrfly 
smothered all the graphics. J am fed up, 
tired and going back to bed. Good night! 
A later {touch later) phone call reveals that. 
Nigel haT actually kept a back- up o£ all the* 
graphics, so all is not tost - hoprah ! 

Stardate: 24 June 1988 

4- . 

I can at last incorporate the main 
character -into the program . The first thing 
that I notice is that he animate % just a little 
too fast* A quick modification tolne code 
soon alleviates this problem. Perfect! 

< Hot on the trail of the magic mushroom . 



A Stormiord: Raffaele's work 
in progress 



f have spent today fiddling with a parallax 
effect in Siannhrd'ti scrolling, Le,, a 
partem ©f dots that give the illusion that 
there is a slower scrolling distant 
background, as well as the main 
foreground graphics. The effect works 
' well but still needs further development. 
Whether or not this piece of code will be 
part of the finished product onlv time will 
tell, 

Stardate: 26 June 1988 

1 shall have to close this month's log. (I 
can say, in all honesty, thai I didn't think 
up the silly Star Trek analogy.) See you 
"around * . . 



► Nick Jones and Hugh Binnspopover- 
for a game of musical chairs 
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1 HAVE KNOWN NO FEAR AND 
WOULD LIKE TO TASTE SOME! 

-,,.■ send ft*ea com o) bBoe 1 o\ FEAR, Britain* most ex» 
1 1 >ost+ packing included ) 



B| I enclose W|UC 

I le 10 Newsfield Ltd | 

On the other hand, I'm so excited by the prospect of FEAR thatl would like 
in subscribe, and] understand that the re is asufescrli '.an and 

some amazing spei < lease send me the details immediately 

Please tick this box if you would like subscription details; □ 

Send torn 

FEAR OPENING OFFER, NEWSFIELD, PO BOX 20, 

LUDLOW, SHROPSHIRE SY8 1DB 



ADVENTURE 



EXCLUSIVE 
MAGNETIC 
SCROLLS 
INTERVIEW 

Where does the inspiration 
for games like Jinxter 
and The Pawn come from? 

THE 

BARD'S 

TALE 

City exploration 
from Electronic Arts 
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Survival in post-holocaust Southampton 

TIME&MAGIK 

Another chance to play the greats 
you may have missed 

PLUS MORE REVIEWS 
AND HINTS 'N' TIPS ON 
ALL YOUR FAVOURITE 
ADVENTURES!! 
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ESS AGE IN A 
MICROCHI P 

Since The Pawn first took the software industry by storm, 

Magnetic Scrolls have acquired a reputation for producing first 

s adventures. Their latest game ion, is about 10 enter 

the Spectrum's chips. Set in the world of Insider dealing* the City 

and the stockmarket, it marks an interesting departure from 

their previous fantasy games. Samara, Egyptian adventurer, 

materialised in their London offices and spoke to Magnetic 

scribes Ken Gordon and Anita Sinclair. 



/The beautiful facade of U Monaco 
voit te take 
refuse from the Streams of cars and 
buses which rush past along London Road, 
swerving dangerously close to the pedestrians 
as the road turns by the restaurant. The 

iher place to find nm 

rk aver the road to the west. J 

At a distance of half a mile i \ 
this upmarket Corruption 
n in me City of London, 
river between 
London Bridge and Borough 
i he offices of Magnetic Scrolls 
down a grimy side alley, pass by a hearty- 
odon pub, travel up in a rickety, 
rattling lift and you're there. It's a deceptively 
a company that has won 
practically every adventure accolade going 
prestigious British Micro 
Computing Game of the Year award for The 
Guild of Thieves. 

bow did this small but successful 
compa , ike to Ken 

Gordon and Anita Sinclair. 

' When the QL came out, that looked like an 
opportunity for tt*w. interesting 

games.. When the ST tame along with its added 
hies the move was easy because they're 
both 68000 machines, There was a gap in the 
market; nobody had got into 16-bit mat 
so we took the chance.' 
They picked adventure rather than arcade 
purely as a matt* lersonal 

preference. The product of this initial gamble 
he Pawn Set In the mythical land of 
iia, it was marketed by Rainbfrd 
converted to run on a wide range of 16 and 
S-bit formats ranging from IBM PC 
eorrtp i -id CPCs. 

Each game i ,:k es al out a j ear to develop. All 
primary work is carried out on a huge DEC 
Micro Van linked to a series of individual 
terminals. With plenty of memory and disk 
space it's associated with none of the initial 
problems of working within the restrictions of 
diet machine. Disks don't corrupt and 
vaiuaL-' information don't, get 

couple of programmers work from home on 
comparatively last Apricot Xens, but ihe hulk 
ol the programming takes place on a system 

than (•! 
opportunity to experiment. 

What amounts to about 80% ol a g$n 
written by two people, one specialising in the 
text and the other In coding but as their work 
overlaps, neither is a complete specialist. 
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About two months before a game is dti 
released, work starts on the individual 
versions. A specific format is assigned to each 
programmer: Ken, for example, has been 
tag on the Amiga vers: ttption, 

Anita Sinclair on the ST, Meanwi 

•I play-testers and bug-spotters is called 
into action. 



QUALITY CONTROL 

the characteristically attractive dark blue 
packaging is mainly Rambird's res 
They supply all the goodies to go in the t> 
suggest alterations on ihe 
(usuaflyixipplied by Magnetic Scrolls) 
into the manuals. 

The care that goes into the elaborate 
peripherals reflects the potential shelf life of 
each product. Ken Gordon: 

'Our idea of a nice prod I neccssari ly 

one that's going ro make number one m the 
charts but one that's going to sell for years. We 
still sell reasonable numbers of The Pawn.' 

■■ bat the games have been 
successful because of the amount of effort thai 
has been put in in 

unethingrfghl lt(i 
the bug) will enh out comple* 

we'll delay things so it is right, We p 
produce the most high quality product we can 
We aren't in the same business as the people 
who set] their products at £1.99. It's in the 



nature of an adventure that, m comparison 
wilh top quality arcade products, it has a 
longer-lasting shelf fife, 

icstend not to have as many 

itd vvhisdes as. say. a 5-D shoot- em-up 

which needs to have features to appeal to the 

aexl generation of games players. Adventures 

don't have the same 

new players are Mill buying comparatively old 
For the first 1 

GAC -MANIA 

Over the years they've developed a whole 
range ol m -house adventure utilute.s. what do 
ihcv think ni some of the I 
available on the market now? 

% lot. of really good ideas get strangled 
a isn't capable of expn 
them. One or the most complex utilities 
available at the mome iu have up to 

500 flags and 59© counters - you couldn't 
express one of our games in those terms. 
Without that extra flexibility, ! could see it 
being very difficult to write a half-rea: 
game using one of the adveniure writing 
systems. The ones I've seen, even by people 

•vpected to du guile well, haw 
marginal." 

Magnetic Scrolls adventures, on prau 
every formal oilier than the Spectrum, are 
well-known lor their excellent illustrations, So 
where does Ken really stand in the great 
graphs- bate? 




ADVENTUR 



GRAPHICALLY SPEAKING 

'Graphics lake 3 long lime to do and they 
involve a lot of people, so they really have lo 
add somcih;: o be worthwhile, 

( Originally we considered lane drawings but we 
go for bit pictures-', There's 
k-wcrof them, but generally they -re of 'a higher 
. Corruption, lor example is sel in the 
cut-threaten a dart 

and sleazy tale and the graphics help to convey 
this atmosphere- It's one iusianci. where the 
graphics actually help, 

'The trouble is that when a game is being 

developed we don'r work with the pictures: 

the design is largely coordinated by artists told 

the story. They're given descriptions of 

the rooms so that they make sense, but the 

illustrations can never be completely accurate. 

There may be a standard lamp in the picture 

I in the description, Try and look al U 

or do $< v i ih it and you draw a bla nk . 

Our graphics are illustrations really: they're 

correct but they aren't loo literal. 

nig said all thai, I don't mind playing 

games without graphics. H the graphics are 

tel rirm-iu.il to the resi ol the game then 

I'll switch them off. In some 

game which 

The comparatively poor graphic? capabilities 

I he balance in favour of 

:ly +3 versions. 

'We couldn't use an ST picture on any 

Spectrum. A lot of our pictures can be reused, 

ST pictures can be d to. run on the 

Amiga or the PCW 8256 and the graphics 




► Anita Sinclair taking pride of 
place beside The Guild Of Thieves 





A Even without these beautiful Amiga 

pictures . , . 
▼ The Spectrum version of Jinxter is 

incredibly playable 
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lities of the Commodore 64 are 

enough to the CPC for us to get away with it. If 

we did graphics op the Spectrum, to get Lhetn 

up to the quality of our other games, we would 

: 1 1 redraw \ hem and we ca ti'1 afd <rd to do 

: the basis i 
any case, if the Spectrum did have graphics 
tbere'd be less memory to devote i 
and you'd have to go lo disk more. Inevitably, 
that would slow the game down. 

What do they think of the future of sound In 
adventures? 

WIRED I-OH SOUND 

'On The Amiga vr ir games you can 

opt lor spoken descriptions and enjoy 
music Unfortunately sound is really heavy on 
memory. It would DC nSee to have creeping 
foni steps. The A obably one of the 

main machines you could do this on, Gen 
with its stereo capabilities you could 
binaural creeping footsteps, it might be a bit 
unsubtle though, having to tell the 
has to plug in his headphones and wear [hem 
use he may be in for a surprise I.' 

On the subject of icon-driven adventures 
their opinions are mixed. 

'These games do narrow down the 
possibilities a lor which is easier from the 
programmer's point ol view, You ot>, 
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have to cater for more possibilities if people can 
type anything they like. On the whole, I think 

!.i in i'i games provide less of a ch*;; 
although there are one or two, like 
Mindseape's Dijd. Vu which are really 
They eater for a more commercial market, but 
while there are still people who read and write 
i for a more 
conventional approach like ours. 

'Some games use a bit of both, Jn some 
respects they're OK but then, is it really easier 
to dick the mouse over an icon saying N 
type it anyway? On the other hand., we do 
■ rate pull-down-and-use mentis in 
some of our games, which allow you to switch 
off the graphics, make the descriptions brief or 
verbose, and so on. They're useful because 
unless you've read right through the manual 
you won't necessarily know they're M • 

As for violence in compute; ,: 
Magnetic Scrolls don't support a particularly 
stance. You can't die in Jinxtwhm the 
concept was introduced primarily as a 
gimrniLk. 

'You CAS d ftptitm but the violence 

isn't excessive, In fact, our games Lend to 
suggest that force doesn't get you anywhere 
very fast. Attack the old man in The Guild of 
Thieves or the guru in The Pawn and you're 



|_ 




Blood ami , usually have that 

tnu ch to add 1 1 1 a ga in*. H may be \u stifled i n a 
liim selling where you're making an artistic 
poini, but I don't think you're making that 



kind of point in a computei g . often 

not blood and gore is introduced as a 
marketing ploy, a form of leasing. If you really 
want to shock people then ihereare othi a 
of doing it.' 

SOMETHING FISHY 

In fact Ma] yore in the 

business of shocking by contra si. The realistic 
setting of Corruption is a pretty drastic 
departure from the fantasy world of Kerovnia 
a n d a n even more i rmovativ i ■ > j e t o be 

rderased later this year, Known simply as Fish! 
niventure begins in the underwater 
environment of an ordinary goldfish bowl . The 
arrival of a tacky plastic castle turn 

mini fishy life Into a raulti- faceted, 
action packeil experience. How could you 
possibly refuse the chance to explore? 

That caters for the rest of this pear. So far 
there aren't any plans for another Kerovnia n 
tale, but Anita Sinclair assures, me that it's a 
i lily; though to recreate the familiar 
atmosphere, tt would have to n by the 

same people who wrote the first three games. 
As lor what could possibly • - cod 

knovt 



INSIDER 
INTRIGUE 



wouldn't like it because they'd prefer a 
fantasy game. And that would put them off 
our iulure releases.' 

So before you hand over your stiver 
pennies, consider carefully whelher \ 
really destined For yuppieland. 

▼ 'Wc couldn't use an ST p! any 

Spectrum" 



There's a new Magnetic Scrolls adventure 
out and you know exactly what lp ex | 
dragons, wizards, the odd gnome, a quaint 
old English village, a princess, Right? 
Wrong! 

In fact Corruption is set in the hear! of the 
' i London,. You're the newly appointed 
partner in a firm of stockbrokers quietly 
Og in. on your tirsl day in the new job. 
You I office is spacious, there's s highly 
efficient secretary next door, and downstairs 
in the garage your BMW awaits, Life is 
looking rosy. At least that's how i I 
time passes, you begin to realise that 
everything isn't completely above board, 
Certain clues point to insider dealing and it 
becomes horrifyingly clear that you're 
the chief suspect. Unless you keep von [ 
about you and manage to gather enough 
evidence to clear your name, you may i 
get to drive that BMW again. 

The adventure dearly lias a specialist 
appeal. Magnetic Scrolls feel thai it's more 
likely to win the support of an older 
audience, particularly players who already 
know something about the business world. 
Anita Sinclair is eoi ftal people 

should consider what the game is anoui 
before they buy it. Even if you've enjoyed 
Jinxhr q guarantee that you'if 

Corruption; it's a completely different iype of 
game. As a result the release lias been given 
a comparatively low profile. * 

'II we hyped this to the ends of the earth a 
loi of people who would end up buying it 
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ADVENTURE TRAIL 
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As If by magic there's been a windfall of games just 
in time for the Adventure Trail Extra - and what a 
mixed bag they've turned out to be. In addition to 
the usual fix of home-grown, we've conjured up a 
couple of role- playing games, a compilation and 
the brand new Abstract Concepts production, 
Mindfiifhter, 

In reply to all the enquiries regarding my origin, 
Samara is an ancient Egyptian name and not, as 
some ignoramus has seen fit to suggest, an obscure 
but fragrant brand of Persian peanut butter. May 
the curse of Ra be visited on anyone else who dares 
to make such a smart a lock suggestion, 



MINDFIGHTER 

Abstract Concepts, £14.99 

Robin is psychic. His talents 
have been recognised by a 
learned professor and he is 
under close observation. When, 
in an attempt to discover his 
exam results* Robin projects his 
i.e mind into the future, he 
finds himself unable to get back. 
Trapped in the living nightmare 
of post-holocaust Southampton 
under the control of an inhumane 
system, he has only 24 hours to 
sabotage the enemy generator 
and reiurn home. 

Written by Ann Popkes- 
programmed by Fergus M 
(author oft he Ti is The 

Boggis and Bored of she Rings). 
Mindfighler comes in a shiny box, 
complete with a poster and a 
novel recounting Robin's 
experiences in 1987 - the year 
before the war, 

nightmare it.se If takes 
place in 19R8. Robin awakes on a 
mound of rubble in the midst of a 



smelling earth and survivors 
stumble aimlessly through the 
1 1 vgnisable ruins oi their 
former lives. Only at the docks is 
there any sign of organisation 
and activity, 

As Robin's mental journey 
lakes him nearer and nearer the 
nerve-cenire of The Sy: 
operations, he can enlist the 
cooperation of a number of 
characters ranging from gentle 
Daryl to strong and independent 
Robert. Encounters with guards 
tend i' lent. As Robin is 

already weak ii's advisable to 
carry a weapon and steer as clear 
as is feasibly possible of enemies. 

Puzzles are very much centred 
around the gamers two main 
objectives; ival and 

infiltration of enemy quarters. 
The post-holocaust city is pined 
with hidden dangers. Clouds of 
corrosive gas poison the air, 
rabid animals Etcai 

desperately for food and the 
smell of corpses lingers 
everywhere. To get familiar with 
this alien environment you're 
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A An echo of the past in a horrifying vision of the future 




terrifyingly desolate cityscape. 
Wandering amongst the charred 
and smouldering remains. 
poignantly illustrated in graphic 
silhouette, he finds little evidence 
of the kind of life with which he is 
familiar. Bands of hungry men 
club skinny dogs to death for 
food, corpses litter the sour- 



bound to die several times as you 
explore. 

The instruction booklet i 
of advice for novice adventure is 
which doesn't turn out to be 
particularly helpful The 

problems are fairly obscure right 
from the very start. On se 
occasions, you're only given one 



chance to provide a solution; if 
yoo don't the game comes to a 
grinding halt. This level of 
difficulty may be acceptable well 
into a game but il isn't very user 
ier) -friendly early on. 
Requests for HELP are met by 
blank incomprehension and 
none of the responses to 
EXAMINE command provide 
any sort of clue. It helps to have 
read the novel as the 
accompanying scenario is 
extremely sketchy - 

Not that the supposedly 
sophisticated SWAN raaki 
process any easier. Haying found 
. -wsp;*per clipping, for 
example, you can only GET 
NEWSPAPER (a totally 
different thing), noi CLIPPING 
which is treated as a totally 
foreign and unrecognisable 
weird. Bugs allow you to burn 
rags to a cinder over and over 
again, pick up_ petrol when 
you've poured it all over the 
ground and after it's gone up in a 



series of impressive flame*. A 
dead dog. clearly described, 
ing when you try to do 
much witli uand a fairly star- 
command, like INSERT ROD, 
is received by the outlandish. 

ifl couldn't go in 
You may find 
inventing plenty of titles for the 
System Without A Name 

The Ions ed, eagerly 

awaited Mindjighier is something 
of a disappointment. Th 

release from a major 
software house in ages with one 
of the most stimulating sec? 
ever, turns out to he mediocre, 
unenjc-yablc and comparati 
unplayable. Not 

is an unmitigated disaster. It just 
doesn't live up to the quality 
associated with the flashy 
packaging and a bigger than the 
averts g, Have a gu on 

somebody else s before you 
r yourself. 



OVERALL 



69% 



THE BARDS TALE 



Electronic Arts, £8.95 (cassette}, 
£14,95 (disk! 



On other formats, The 
Bard's Tale has been 
going strong for some 
time. In fact, it's been so popular 
thai some are info then third 
ment; The Bard's Tale III. 
Admittedly, what is essentially a 
role-playing game transferred to 
yourWnste computer i&n^ exactly 
an adventure but, taking into 
account elements of exploration . 
strategy and analysis, it set 
fit in more with ihe adventure 
than the arcade bc 

The scenario certainly sounds 
very like an adventure The city 
of Skara Brae has been 
transformed into a dark and 
dangerous place by Mangar, a 
nefarious, megalomaniac mage. 
Vicious man-eating dogs patrol 
the streets, thieves lurk around 

corner and giant spiders 
spin their massive webs in 
anticipation of attack. 

Thrust into the midst of all this 

mV you have been chosen to 
gather together a party of six 
warriors to find Mangar and force 
him to release the city. The quest 
begins in the safety of the 
Adventurers' Guild, You can 
create your own six characters or 
step straight into battle with a 
ready-made party known 
ironically as the A team. 

-iracters are selected from 
seven races including human, 
hobbit and half-elf. Each is 
allocated different attributes 

rjgtfe, 10, dexterity, magic 
power * gold etc) in the form of 
points and is given a character 

fi cation. Warrior 



advert! tuple, can 

V every available 
weapon, bards have the power to 
sing magical songs and four 
varieties of mage specialise in 
different branches of magic. 
Viewing mode, accessed via the 
keyboard, gives information on 
the status of each character and 
the number of objects he is 
carrying. 

As the party moves through 
Skara Brae, th* ahead 

is shown in die form of a 
functional , monochrome viewing 
window. The journey 
through m i -ms. shops 

and buildings and it's not long 
before the group comes under 
attack. Combat takes place as a 
series of rounds. A list of actions 
available to each ?f the 

Early is given and once these 
ave been selected (there's a 
chance to change your mind). 
lea are enact 
l me player you can plan the 
simultaneous actions of up to six 
characters. Spells make the 
process all the nnu. 
Depending on their magic 
ability, magicians and conjurers 
can (among other things) heal 
wounds, hurl supernatural 
weapons, enhance ihe fighting 
ability of a companion or conjure 
up burly monsters as allies. 
Combined with the magical 
properties of a bard's song, these 
can make for some enthralling 
I laying 
computer games can sometimes 
be criticised few their lack of 
variety. With so many possible 
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Mercenaries 



You Face death 
i tse l f , in the 

for fir f . I' : 

2 M&rcertaries-. 



UitL your stalwart 
band <F)ight or 
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36 
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A Stalwart lighters or cowardy custards - only the bard can tell 



i action available, 
combat, which form:- the 
mainstay of the game, is unlikely 
to become repetitive. 

Weapon*, torches and magical 
object through the 

environment and can be sold. 
bought or exchanged at Garth's 

■mem Shoppe. Res 
Energy Emporium sells spell 
points and temples provide 
healing and resurrection . but 
only at a price. Gain sufficient 
r4ence and your character 
class rating can rise from green 
and innocent novice ( I 
vastly experienced master ( J 
13) though to get to this stage 
you'll have to put in weeks and 
weeks of play. 

The Skara Brae environment 
is so complex and involve* 



many different factors that it's 
hard not to get completely 
enthralled in your quest. The 
combination of hack and slay, 
exploration and magic ensure 
plenty of variety and demand 
more than a modicum Of strategic 
thought. If you do get stuck Ihe 
Tale cluebook is available 
from Electronic Arts 
Service (0753 4o465) for £5.00. 
Obviously you don't get the same 
iication that you might in a 
text input adventure but what 
The Bard's Tale lacks in terms of 

iaintymak.es up 
role-playing action and 
eompk ensure 

enthusiasts shou Id defin ite J 
it a try. 



OVERALL 



86% 



TIME AND MAGIK 



Level 9/Mandarin. £14.95 
(cassette or disk) 

First came Jewels of 
Darkness and Silicon 
Dreams, As compilations 
et 9's most popular games 
tantalisingly packaged (by 
Rain bird) in an attractive blue 
box, they became essential 
additions to every adventurer's 
collection. The presentation of 
Level t trilogy 

Ana Magtk 
(published. this time, by 
Mandarin) is just as impressive, 
The are 

comprehensive and a glossy 
novella sets the scene for an 
exotic journey into a world of 
spells, magic and my- 
unknown. 

LORDS OF TIME 

: i of the trio is probably 
the most impressive. As a 
portrait in your living room 
suddenly springs into ft 
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reveals that a group of 
megalomaniac Time-lords are 

plotting to take control of the 
world. Unless nine different 
objects bearing the impression of 
an hourglass are thrown into a 
cauldron yt the end of time, the 
planet's fate is sealed. 

A grand tour of history 
Follows. The vital object' 
scattered throughout nine 
different time zones accessed via 
a Tardis-hke grandfather clock. 
Wandering through Ice Ago 
is. past a prehistoric water 
hole and into a dangerous 
Roman amphitheatre, you 
encounter a series of perp 
puzzles. Successful interaction 
with (among others) clumsy 
dinosaurs, sabre-toothed tigers 
and Viking raiders (death is a 
constant possibility) leads to a 
final showdown with the terrible 
Timelords themselves. Carefully 
constructed, with complex, 
though logical problems, this is 
perhaps the most challenging of 
the three to play. 

RED MOON 



The Red Moon Crystal has been 
stolen from the Moon Tower on 
the island of Baskalos - and 
you've got to get it back, Your 
journey winds through pi ai i 
s, past the edge of a 
active volcano to a complex 
network of chambers in the 
of Cakabol. Puzzles centre 
around collecting the 

appropriate objects to cast a 
series of spells and weaving the 
correct enchantments within a 
limit of 50 magic pom 



Like The Price of Magi k< it's a 
totally different type of 
ad veil luxe from Lards Of Time. 
The emphasis is on exploration 
(the environment is seemingly 
endless) rather than solving 

ic problems. Once fO 
acquired the right focus for each 
spell it's simply a matter of using 
them in the right place. If you're 
after puyjrU 

mr teeth into, you may be in 
for a slight disappointment. 

THE PRICE OF MAGIK 



The Red Moon Crystal has 
missing again. This time MyTgar, 
the jewel's guardian, has been 
driven mad by the crystal's 

ice. If you manage 
retrieve it, you will be given the 
chance to take his place 

As you explore a mysterious 
mansion, you are faced with the 
task of learning 18 magic spells. 
Shrieking mandrakes, howling 
werewolves, and mysterious 
skeletons shake your sanity and 
at tern pt to drive you, as well as 
Mylgar, mad, Map-making is 
essential, the envirortmr i 

ijbly complex and demands 
hours of careful exnloralion. In 
i * from the spells, 
exploration is about all there is to 
me Price of Magik. Plenty of 
adventurers will find this 
sufficiently stimulating in itself. 
Others might feel a little put off 
by the absence of really 
challenging puzzles. 

All three adventures are 
distinguished by elaborate 
descriptions and some fairly 



▼ Dure you enter the holiday cottage? 



. »:-;-2 



What now? RERD POSTCARD 
Prow the sorting office and 
reads: 'Tottowing the mysterious 
disappearances of three postwen 
worKing in this area, «ue have 
s u spended deliveries locally* 
Host may be collected fro» the 






ADVENTURE TRAIL 



uninspired graphics. As you'd 
expect from Level 9, there are 
plenty of superfluous locutions 
with features That turn out ta he 
'just scenery'' when you 
EXAM1NH them. Considering 
that these are supposed to be 
improved versions of the original 
games, it would have been nice 
to have one or two extra 
responses. 

The KAOS parser accepts 
must complex comrrwim-k 
although there are one or two 
anomalies. Try and put anything 
in your backpack, for example, 
and you'll find the desired object 
01) the ground. Facilities, 
though , arc practically endless 
and very useful. You can turn off 
the graphics, determine the 



length of the location text (brief 

or verbose), switch EXIT', mi 
and off. SAVE, RAMSAVE and 
UNDO a foolish move Apart 
from a GOTO or RUN 
command, you couldn't really 
ask for more. 
As a compilation of re- 
ifies, Time And Magik 
shouldn't be expected to match 
up to the standard of more recent 
l 9 productions. Still - as a 
set of classic games which were 
initially released to rapturous 
rv , t hey Ye a must for every 
serious adventurer's eollei 
If you missed out the first time go 
out and buy them - just don't 
expect too much. 



OVERALL 



7a% 



The trilogy 



■> ^ 



RETURN TO DOOM 

Topologikn, £12.95 (disk 
only) 



Couts (85%. 

Issue 52) had you trying to 
escape from the 

inhospitable planet 

Doomwangara before your 
damaged spaceship con 

to nothing. You've just 
settled back into ordinary life, 
flying the odd routine mission, 
when an unexpected distress call 
comes through on y our hue i c \ i m . 
An ambassador has, been 
kidnapped by a group of 
renegade robots, Unless you 
reach her in time, sb 
Doom ed. 

The planet hasn't changed 
much since you were last here. 
Its climate is era ad its 

terrain encompasses a wide 
variety of different geographical 
features. Thick jungles abut 
treacherous swamps, dark 
tunnels lead out into a world of 
poisonous fields, alkaline lakes 



and acid seas and in the midst of 
it all is a strange and half-familiar 
artefact - 

Sudden death is a constant 
possibility in this bizarre and 
surrealistic land. One false step 
and you could be dissolving 
painfully in a shower of acid rain , 
sinking into quicksand or 
chomped into a thou 
by a set of monstrous granite 
As if that wasn't enough, 
the planet is crawling wit ti 
ecosaurs. aliodiles, 

pteromorphs. grobblers and 
montipythons, They're all pretty 
keen on the odd pound of human 
flesh and must be treated with the 
greatest care and respect. If you 
i ' end up plummeting, 
d kinur-graiing, dematerialisiog 
or sinking to an unexpected 
death, the program sometimes 
gives you the chance to pretend 
that you haveri't , Magically you 



reappear at the location previous 
to your nasty accident and 
continue, a much wiser mid 
(hopefully) better man/woman. 

Proceed tar enough and you 
come across a unique and 
unusual four-legged friend. 
Talkative and reasonably 
helpful, he makes a welcome 
(and humorous) change from the 
singularly arttagi one of 

the rest of the planet. As , 
best (and only) friend, he comes 
in particularly useful when 
solving some of (foe 
characteristically 

'.•s. Governed by a general, 

if sometimes implausible, logic 

they are quite hard to grasp at 

not least because of a 

Kingly large number of red 

herrings. 

If you've played Countdown to 
Doom, yo« re definitely in with 
an advantage; huge pieces of 
moving landscape and initially 
obscure connections between 
seemingly abstract objects won't 
seem that unusual. Baffled 
beginners can always seek help 
he inbuilt hint system and 
k e e p savi ng to disk .It's defi 
worth persevering; there's 
immense satisfaction to be 
gained from solving an offbeat 



problem that's been bugging you 
for days. 

A no-nonsense parser accepts 
complex sentences, EX< 
and ALL but no prom 
advci or EXAMINE 

mauds, and doesn't really 

merit the inflated price- Unlike 
the otherTopologika gumes I've 
reviewed, ihis one is m>l a re- 
release, yet its only significant 
'ies in a slightly less 
blank response to " the 
EXAMINE command, lr 
as improvement that really 
justifies the ejctra three pounds. 

Minor quibbles aside, Return 
to Doom has enough material to 
houfsand hours of intriguing 
play , ft recreates the atmosphere 
of the original Do0lttW& 
game without overlapping too 
much in tea rtent and its 

unusual puzzles provide an 
■•ting change from some of 
the more main-stream 

adventures around. If you're 
after a challenge, hav 
time and a bit of cash to 
contact Topologika at 

EPOST f POBox39 t Mttm, 
Peterborough, Cumbria 1 & 
PE73BR. 



OVERALL 



80% 



FAIRLY DIFFICULT MISSION 

Zodiac Software, £3.50 
Authors; Andy Lowe and 
Dave Dtitton 



As if in response to my 
recent pleas for more 
female heroines, Zodiac 
Software have created Charlotte 
Webster, A fairly ordinary 
mortal with a weakness for 
computer games and Bay City 
Rollers posters (yukk), she is 
hurled into the midst of an 
absurdly crucial mission by the 
purchase of an innocent-looking 
computer game. Won over by the 
excruciatingly awful poetry of a 
certain Zytrwxz ('runty looking') 
she s summoned to the court of 
King Derek of Fantasmia ('seJf- 
loving') who charges her with the 
task of defeating the wicked. 
devastatinely evil and thoroughly 
selfish Ruth ('nasty'). 

8 epic quest is divided into 
live action-packed parts, 
including an intermission which 
gives you a chance to stl back and 
savour the jokes over a quiet lit tic 
snack. The adventure takes you 
through (he obligatory glowing 
portal, the inevitable maze, a 
withered (no sorry, handsome) 
aid man, a locked tower and a 
very climbabie looking tree. No 
guessing that this 
whistle-stop tour of 

adventure! and isn't to be taken 



entirely seriously. There's even a 
cliche corner where you can solve 
all vour favourite puzzles for the 
SOffcOth time AND enjoy 1 1 , 

It's very easy for a parody to 
lurch into a repetitive round of 
boring, predictable and 
thoroughly monotonous sp 
Hi is one 

too much going 
on. The screen does a passable 
imitation of your trusty Speccy 
loading up, turns into a badly 
programmed home-grown 

adventure complete with spelling 
mistakes (it's all over in a 
moment do»*t panic) and 
punctuates Charlotte's trip with 
one or two appropriately iW 
sound effects. A variety of 
friendly and not so friendly 
Fantasmiuns include Norm the 
joking gnome, a 
bookseller, several stereo 1 
a herd of man-eating cows, a 
journalistic elf called Mike and 
an ore -of com 

Behind all this lunacy there 
lurks quite a playable adventure. 
Don't expect' mind-bending 
puzzles (you'll be too busy 
reading the text anyway), just a 
thoroughly entertaining jaunt 
through a jungle of parodies, 
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wisecracks and cross-references. 
Interaction with other characters 
is always interesting and almost 
always hefpfuL If you do get 
stuck you can summon 
Zytrwxz by saying Z. The 
environment is complex enough 
i e quite a bit ot exploration 
and one or two brain- te 
should keep you guessing for a 
while. 

As another production h 
grown in the fertile soil of 
Gilsoft's PAW, Fairly Difficult 
Mission has all tl usual 

advantages. The parser' accepts 
complex sentences and 
pronouns, allows you to speak to 
other characters and has a 
RAMS AVE feature. Inevitably 
i !ew limitations but no 
very glaring ones, 

Presentation throughout is 
impeccable. Colourful graphics 
and one or two special elfccts 
turn Charlotte's fairly difficult 
mission into a very professional 
game. If you have the odd 
to spare, a lunatic streak, and a 
dark sense of humour, send your 

frubby contributions to Zodiac 
oftware. 22 Peak dale Avenue, 
Goldenhitl, Ssofe-on- Trent, 

Staffordshire. 



OVERALL 



76% 
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▲ Meet Mrs Mop 



THE REALM 

Cult, £1.99 

There's bound to be 
hing nasty hiding in 
the forest north of 
Town. As a seasoned adventurer 

▼ Knock imi the dour and see what's inside 



it's hardly the sort of thing lo put 

I '[, but as you enter the cool 

and leafy environment, your 

heart pounds nevertheless. Who 

knows what may be in store? 

'[Tie ensuing journey winds 

wizard's cottage through 

thickets and scrub , long grass and 

pine trees, a stone circle and a 

series of caves to the centre of the 

realm. Locations are 

accompanied intermittently by 

forget; monochrome 

illustrations which take a while 

to re-draw. With a couple of 

exceptions they don't really 

enhance the sparse and 

minimalist location text. 



A functional scenario hides a 
comparatively ordinary set of 
puzzles. Once you've found the 
nous spellbook in the 
wizard's kitchen, most of the rest 
of the adventure consists of 
eu Meeting the correct ingredients 
(frogs, snakes, furry fwoobles, 
mouldy carrots etc) in order to 
cast spells to gather more 
ingredients. Characters ranging 
from an extremely thirsty 
nomad, to a hungry but musical 
litde girl, will provide you with 
the appropriate object only if you 
help them first, What follows is a 
frantic round of search and 
exchange which soon begins to 
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lose its appeal. As each 
individual defines exactly what 
he needs by name, you don't 
even get the chance to work out 
what exactly it is he wants. 

An elemeni of danger adds a 
little spice to what would 
otherwise become an even more 
mundane and monotonous trek. 
Collect the ingredients in the 
wrong order or get caught in 
some of the forest's natural 
hazards, and your quest comes to 
a Midden and sometimes sticky 
end. The procedure becomes 
something of a logic problem as 
you try to work out which r 
nasties (troll, giant spider etc) 
you have the power to tackle 
first. Get it wrong and 

Qtwe in the sinister i- 
realm is doomed. 

Even for a budget game, the 
parser is extremely mnttad 
accepts approximately 16 verbs 
;ind no complex commands. 
There is a SAVE option, though 
no RAM SAVE and you can turn 
the pictures off for faster play. 
As i he puzzles are so basic, the 
lack of flexibility doesn't matter 
that much. Simple commands 
Simple problems. 

The Realm might work as an 
introduction 10 adventuring for a 
very green beginner. The more 
experienced won't find it much 
of a challenge. Exploring and 
swapping objects is quite 
entertaining at first and there are 
one or two interesting features, 
bul on the whole it's unlikely that 
any initial appeal will last, 
Considering the quality of some 
of the home-grown adventures 
on offer at the moment, you'd 
probably be happier spending 
your money on those. 



OVERALL 



©% 
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THE DAMNED 
FOREST 

Cult, £1.99 



Four precious diamonds 
have been stolen from the 
Black King 1 * crown. The 
loss has lurried him black in 
character as well as name; any 
visitor to his castle is imprisoned 
unless he bears the jewels. The 
kingdom's fourteen nobles 
gathered together 16 hire a 
mercenary. Unless he manages 
to locate and u 
chests in which the gems are 
hidden, the land i* doomed. 

As the game quest begins vou 
can choose do play one oj 
characters: wizard, elf, man or 
dwarf, The attributes peculiar to 
each are dc; -reenmche 

form of luck, strength and 
stamina points. A menu to the 

•hows the number and type 
of spells available. 
Wha! ■; a cross between 

-.-playing game and an 
adventure. As you move through 
the rugged landscape 
forbidding forests, windswept 
plains, marshes, lakes and 

nigty impas- .your 

actions are limited to a number 
of options constantly depicted to 
ihe righi of the screen. By 

f appropru 1 . '^ 
can examine, pics up and 
objects, travel, look in the 
direction of adjacent locations. 
i • or rest. Vp to feat 

[■:,, listed on a separate 
menu, can be carried at any one 
time, 

Inevitably, the ■_ inph.'isis IS on 

exploration and combat rather 
than solving puzzles. Map- 
making is essential. As you find 
yourself in :. . locution ;ji 

the start of every game, you're 
forced to re-map till you become 
totally EamihaT with the 

potentially treacherous terrain. 

The kingdom is crawling with 
dangerously bloodthirsty OVERALL 

T A more exciting moment from The Damned 



creatures. Giants, trolls, bears, 
ogres and ores engage In battle 
the moment they sec your tasty 
flesh, Depending on your ability 
and equipment you can attempt 
to counter using weapons or 
magic. Stamina and strength 
I are quickly diminished by 
direct enemy hits, though you 
can replenish energy and stores 
in villages and at life-giving 
springs. It's important to watch 
your step, as getting caught by a 
powerful nasty when you don't 
have much ammunition, leads to 
instant death. 

Frustratingly you can't escape; 
the program only asks which 
weapon you want to use, not 
whether you actually want to 
fight . Pacifists are definitely out . 

Ifthetesp renziedkey 

pressing weren't so slow, die 
process of exploration, fighting, 
and making limited use of 
objects, w< ome quite, 

engrossing. As it is, you have to 
wait ages for the screen to catch 
up with your fingers. Worse si i II . 
time you die the game 
crashes and you're forced to 
reload from scratch. As it's quite 
easy to get caughl in a no-win 
situation, especially at 
hours of miserable loading are 
ahead for anyone who 
wants to get into the game. There 
is a SAVE option which allows 
you to record your character or 
your current position. I tried 
twice to save a game without 
success and was forced, bored 
and frustrated, to reload right 
from the beginning again 

A. 11 these drawbacks combined 
make The Damned Forest 
extremely frustrating to play. 
Black King's plight pales 
into insignificance as you wage 
war against the keyboard, battle 
with the loading system and 

rat to make sense od 
SAVE options. Role-players and 
adventurers alike are well- 
advised to steer clear ol 
g >: hau.stntg experie n ce . 



41% 
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SMUGGLER'S 
COVE 



MARK MCGREGOR from 
Ballindalloch is stuck behind ihe 
trapdoor and wants to know how 
to open the oak door. 

OPEN or PUSH TRA PDOOR. 

Unlock the door with the key from 
the lake. 



DRACULA 



PAUL SANDS is wandering 
around in the forest with v. 
little idea of what to do. 

Once in the thick of the forest, go 

north, west, south, east. Go 
'■■oi)i Ihe path. Having 
found the wall, look for the tree 

l 
(Tfufhks to DAVE EDWARDS) 



MR E IRONMONGER thinks 
this home-grown game is one of 
the best he's ever played. 
Unfortunately, though he's got 
the staff of power ana has 
returned to the temple, the 
helpful wizard of Tudaw is 



MONSTER 



nowhere to be found. 



Carry the staff in your hands; the 
wizard can't see it if it's in the 
rucksack, tf there's no response 
straight away, type LOOK. 




GREMLINS 



GRAHAM MCLEOD is still 
being pestered by the gremlins. 
He writes; 

1 Where is tJwcarnc! 

2 Where is the smaller pipe? 

3 How can I get rid of the grem- 
lin.s in Dorry's tavern? 

J In the bar. 

2 Cut the pipe behind the bar 
using the hacksaw from the 
hardware department. Join 
the two pipes with the tape, 

3 PrtSS the camera button. 



MINDSHADOW 



A Question from R A SALMON 

and another from EVAN 
RICHARDS. 

1 How do I leave the island? 

2 What do I do in Luxembourg? 



/ Get som e .steel [mm the ruined 
dory and use the rock and the 
steel to start afire on the hid- 
den beach, When the e^p* 
arrives, gtw Mm the rum. 

2 Enter the inn, examine tiie has 
and follow instructions. 
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SHADOWS OF 
MORDOR 



As if it's not enough being unable 

1 iJe the fish, Faramir won't 
believe A SIMS when he trii 
identify himself. WAYNE HOP- 
KENS can't lift the logs to build 

r.'.fX. 

Break die branch several tim 
make twigs. Put the coney in the 
pan. Open site matchbox, light a 
match, light the twigs and sprinkle 
salt on {lie fish. Put the pan on fifiw 

to Faramir, ' I am a he: 
Gel Sum to give all to Frodo, 
tften tell him to drag one of the 

• 7© W, N, NW,SW and drop 
the log. Repeat till you have 
four logs. Tie the logs with siring 
and pole your newly -made raft 
away. 



KENTILLA 



ADAM LACK IE wants to know 
how to kill the Urga Maul that 
attacks him in the dungeon 
what to do with the rope and the 
wax. NEIL MANSON cant get 

to shoot Darg-Vool and 
catches the black death every 
time he attempts to take the^ 
black rod. 

SAY KENTILLA to S et the 

sword. Use it to kill the Urga. 
Go west from the Cavetat's 

the rope to the stalag- 
mite and pull the rope twice. At 
the river hank , thro w the rope and 
swing across. 

Give one of the knives to Elva 
m ood. She/ 
he will make a longbow and 

Ym 'dis- 

ease spell. Thescrollism theehest 
inside the castle. The magic ingre- 
dient is dried moss. Look for this 
on the river hank and dry it on the 
scorched pkiin. 



MATT LUCAS 



PAUL HOSKINS has a whole 

list 01 problems: 

1 What happens once I "m in the 

2 Is it worth buying the jacket? 

3 How can I catch the pttshi 

4 How do I open the safe at 
Phil's place? 

5 How cun 1 get rid of the thug 
at the warcnoi 1 

/ Follow the directions on the 
map to get. to the island. 

3 Shoot hint. 
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4 TA KE VASE, TIF VA SE, 

read the note and dial the 
number. 

5 SH ' 



LORD OF THE 
RINGS 



More questions from Wayne, this 
r 1 1 ii e concemi ng the black riders. 
They always kill Frodo before he 
has a chance to take any i 
ForCHRIS BAKER its crossing 
the ford thai poses a problem. 

•ne Frodo and Merry and 

enter the Prancing Fori • 

Sam and Pippin To kill the 
riders. 

Find GlorfindeTs stallion (S, 

W. W from the beginning of Part 
2). Go south from here to get back 

to the highway and ride the stall- 
ion east. 

iks to D ER EK JENKTNS 
and DES DAV1ES) 



THE HELM 



Veteran adventurer TONY 

( i R [ST would like to know what 

to do to open his spellbook. 

SIFT FL O UR to get the k« 

unlock the book. Don 'i open it till 
you're in the dij, ■ the 

penny from the toilet (pull the 
I togetridoftheforeefield. 



BORED OF 
THE RINGS 



ROGER BURT and MARK 
FREEMAN arc dc 
stuck in the land of muddle earth. 
Roger wants to know where to 
find the pepper and the battery 
vending machine. Mark 
can't open the microwave oven 
box and needs a key to unlock the 
door near the base of the lift. 

j4/ Whee, go S and enter the 
When (he stranger arrives, go out. 
N, E and along the secret 
pathway. When south of the 
mountain, go N, then up. Drop 
the pepper at the Morona Od 
get through. 

Once arrived in part 2, goE, E, 
battery. Insert it in the 
tine. 

You need the scissors from the 
bar. KUl the gremlins using the 
debugger. 

In the cave with one chasm, 
type THROW ROPE and swing. 
ThekeviMn the c 
(Thanks to GARY SPENCER) 



KNIGHT ORG 



JAMES BROAD from Oxford 
is in a prickly spot. He can sec 
Rapunzel's tower but he just 
can't get across the hedge that 



separates him from her valuable 
hair. 



Put the mat on the hedge. 




KWAH 



DANIEL BUFTON. who lives 
just down the road from CRASH 
Towers is quietly going mad in 
the padded cell. 

Press play on the recorder; you 
change to Redha wk and the ropes 

disappear. 



RIGEL'S 
REVENGE 



For ROGER BURT, STUART 
BRAND and everyone else still 
tearing their hair out over the 

. in of the basement, there 
follows a complete run do v. 
the necessary actw 

Emma GET 

M EDI KIT, WEAR MED I KIT, 

climb on to the sink. Press the red 
button , pull the bar hard, bend or 
push the bar hard. When Harper 
feels drained, press the green but- 
ton. 

NOTE; You don't need to load 
the gun. Just carrying it gives 
enough protection in Suburbia, 

Don 'tjust take any uniform; 
you need a Rigetkm one to g* 
the soldiers later. 

Go dawn to get the bomb. 



THE LEGEND 

OF APACHE 

GOLD 



NICK HUNT always loses the 

1 1 i n bra nch when he tries to 
cut it with the tomahawk. He 
can't find the ailts ' nest and can't 
get into the mine. 

Let the branch fall into the river 
below. You can retrieve it later 
from the shallow pool. 

The ants ' rtest is in the ani hill at 
the edge of the desert. 

As you try io enter the mine, a 
dancing Indian appears and bar.'; 
the way. Sock it to him as he 

INSERT JEWEL into 
mpty eye. 



Blank? Brilliant? Bold? 
Bemused? Send your tips 
and queries on adventures 
old and new to 
SIGNSTUMPS. CRASH. 
POBOXIO, LUDLOW. 
SHROPSHIRE SYS JOB. 
The most interesting are 
published, but personal 
replies are noi possible 
Anyway you wouldn't 

•j the postage from 
Egypt 









The thunderous world of 
destruction ,... the ultimate race 

against death, Roadblasters 

delivers all the gripping action and 

high speed thrills of the arcade 

spectacular. 



SPECTRUM +3 




AH riqkti Koirti 



US. Gold Ltd., Units 2/3 Hollord Way, Holfoid, Birmingham B6 JAX. Tel: 021 356 3388. 



Jlvi—^ " 






Yes he's back. It's the man who likes nothing 
more than to listen to James Brown (Ow!) 
through his B-W DM220 hi-fi speakers 
(whatever they are), or walk around the office 
casually dropping hints about another Atari 
ST game he was playing last night (whilst 
listening to James Brown, of course). After a 
brief period sampling the delights of NHS 
hospitality (not worth feeding to Nick 
Roberts, he tells us), Mark 'Renoir 1 Caswell 
has returned to cast a stern eye over this 
month's batch of Spectrum screens , . . 




A 'Never trust a smiling cat , says Peter Haiioran from wyke Regis in Weymouth. 
Sound advice, especially where that lovable rogue Garfield is concerned. 

▼ Is it Bub or Bob"? Anyway, whichever one it is, Peter Ha'lorar* has done a superb 
job in translering the arcade duo of Bubble Bobble to the Spectrum screen. 





A Stand to attention when I'm speaking to you! One ol France's most popular 
exports in recent years must be the comic books relating the exploits of 
Astsrix the Gaul and all tits Mends. Sergeant Erse Wetstr from Antwerp in 
BELGIUM is obviously a fan, Left, right, left right , , . 

T What will Berk find beneath the trap door? Javie> Segura Krepatzky all the way 
from PERU doesn't tell us, though, I'm sure it's not worth sticking your finger 
inl 



w I 



Bv Michael Jbrston 



^ Vroom! Vroom! I'd love to drive 
around in a car like Hits one, who 
wouldn't? Oh well, perhaps in a 
few years time if the powers that 
be consider a small increase in my 
salary. Dom could you , . . ? (Most 
certainly not - Ed) (On well, It's 
always worth a try!) Thanks go to 
Mtchael Yorston in Romford for this 
tempting and seductive picture ol 
a Ferrari. 



I?1 




A m true "Twilight Zone' style. 
■iew Hales from Stowmarket in 
Suffolk invites us to step l Over The 
Threshold', Mot likely mate! 



► Just when you thought it was safe 
lo go back in the shower, Judge 
Death shows his ugly mug. Chris 
1 from Scholar Green in 
Stoke-on-Trent is obviously a 
2000AD fan. Trouble is, fust like 
Nicko Roberts, you can never find 
Judge Dradti when you want him' 



▼ Hooray, it's Jetman, our own 
lovable loony (with a few of his 
friends). Mr G Summers from 
Nottingham sent in this similitude 
of one of CRASH'S favourite 
characters. What J want to know is 
when he f s going to return In 
another game, eh? 




V"V\ 
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I \ & 












E@D 



£i- 



Well, I'm afraid that's it for this month. Remember the 
prize? I suppose it's hard to forget really, as you get 
told every time - but for those of you not paying 
attention I'll tail you again ... An action-packed £40 
worth of software goes to the lucky person whose 
entry is deemed the best of the month, with £10 worth 
of software for everyone else featured. And don't 
forget, piease include a SAE if you want your tape 
returned. (h?s no good spinning me some yam about 
the 'new recession' in The Thatcher Era and your lack 
of money for the impending increase in postage, I've 
heard it (and done it!) all before.) Please send your 
SCREEN$s to, MARK 'RENOIR* CASWELL, ON THE 
SCREEN, CRASH, PO Box 10, Ludlow, Shropshire SYS 
1DB. See you next month and keep those pixels 
coming. 
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GET INTO CRIME! 

In the late 1990s the streets of New York are a jungle. 

You are the ice cool leader of a gang of drug crazed 

terrorists. Your main goal is to become the richest, 

toughest and most notorious gang in the city. 



*$k 



55. 






wu\ 



FREE! 



SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME 

SUITABLE FOR ADULTS ONLY i » . • . 

Write to: - 
KJC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FYS 2UL. 







A MITRE 
FALLS 



Among other things, BRENDON KAVANAGH 
bids farewell to Mitre Games and welcomes 
a new fanzine to the PBM scene, read on . . . 



AS I wipe a tear from my 
eye, I must sadly Inform 
you of Mitre Games' 
demise (at 12:30 on 
Wednesday June 8). 
Suffice to say a fair few debts are 
hanging in the air. I under 
that the company was no longer a 
viable business proposition (large 
overheads and few GMs being 
only a minor problem). 

What now happens to the 
player's who have credit balances 
with Mitre? And what of their 
games? Well, in general, ail is not 
lost. Midgard is returning to the 
States, so present players will be 
able to continue playing by Air 
Marl, without financial loss - 
hopefully. Global Supremacy te 



presently up for aucbon. with 
several large companies hoping to 
get hold of the game, Starmaster 
and Sta/ship Commander way not 
be so lucky; these two games are 
time consuming to moderate and 
may have difficulty in finding a 
buyer. Whilst Tribes Of Crane has 
st certainly had its chips. 
I do not know whether any 
games taken over will continue. 
Or, if the new owners will take the 
old players and start them up 
afresh in a new game; only time 
will tell. Hopefully, no players 
should lose any money - the sale 
of the games should raise enough 
to refund all credit accounts. I shall 
keep my ear to the ground. 



MISSING KNIGHTS 

'Where was the Avaion section last month?' I hear you cry. Weil, to 
put it bluntly, I waffled on for too long and subsequently ran out of 
space. To make up f or it, here are the teader tables for both last month 
and this . . , 



Game 

1 

2 
3 
4 



L«dgi 



JULY 



FrikkonFive Fingers 

Cagart Lister 

KinaD'SusufeMarsi 

Ftman 



Points 

1231 

119B 
1159 
1035 
713 



THte 


Game 


KtigM 


3 


Knight 


2 


Knight 


1 


Knight 


4 


Squire 


5 



Fernorn, King D'Susulis Maral and Borago The Bibulous have large 
leads in their own games while other game leaders are being caught 
by Torafc Mentor (1150 points In Game Two) and Simon The 
Narcotept (1122 points in Game One). Game Five players are do^ng 
well considering the fact they're four times behind the other games. 
if Fernorn was a player in Game One he would be ninth on that 
particular game leadorboard. Keep it up! 

Congratulations to the Knights, don't let the new title go to your 
heads now! 

AUGUST 
Qsroa Leader flirts Tttte Game 

1 Frikkori five Fingers 1644 Knight 2 

2 Borago The Bibulous 1545 Knight 3 

3 CoganUster 1443 mm 1 
Faramir 1324 fflffi 4 

5 Femom 1107 Knight 5 

Well, a fair few movements there. Frikkon Five Fingers leaps into 
first running for that majestic castle, while in Game Four the top 
position is seized by Faramir from King D'Susulis Maral by only 11 
points, Congratulations to Femom, Game Five's first Knight. Fernorn 
is well ahead of the others in that game. 

What's his secret? (Sch ... - Ed) 



PBM START-UP 



Ian Lacey has recently sent me a 
copy of a new PBM fanzine, which 
he has co-written with Stuart 
Fitmer, cleverly entitled Start-Up 
(+2 free turm}. It's still in its 
infancy, though. The small sample 
copy I received bodes well for the 
future. An intelligently written 
editorial, foifowed by a couple of 
well planned reviews (including a 
'marks out of ten' system) and a 
comprehensive library of 
rulebooks for readers. More 
information about Start-Up when I 
get a production copy. Meanwhile, 
for information you can write to Ian 
at Start-Up, Orchard Cottage, 
Graenways, Flordan, Norwich, 
Norfolk NR1S tQL. 

Issue Five of PBM Scroll is 
currently available. This little organ 
has realiy grown since 1 first 
plugged it all those months ago, it 
is now in A5 size with 32 pages, 
including reviews; a readers chart; 
hints and tips; a feature on Feudal 
Lords, a large section dedicated 
to sports games and much morel 
John Woods holds all the 
information at 91 Wandte Road, 
Morden, Surrey SM4 BAD. 

Next month they'll be more on 
KJC's future plans plus an update 



HELP AT HAND 

Kevin Taylor, an expenenced 
player in The Chronicles Of The 
Knights Of Avaion, kindly sent In a 
long list of informative points. Here 
are are the best . . , 
fi) The most important part of the 
game is alliances. Avaion cannot 
be won by a single player, no 
matter how brilliant you are. 
Finding some good friends and 
forming an alliance is therefore top 
priority. As soon as possibly (if you 
haven't already), write to as many 
people as you can through the 
internal mail, As with all games 
though, trust no one but your best 
friend (and you cannot always trust 
html - BK). 

(SJ Your second priority is 
mapping. It is essential that you 
keep track of all your armies and 
that you exchange province maps 
with everyone - arming to find out 
where you are on the master map, 
The system that works best is to 
use four sheets of centimetre 
graph paper stuck togetfv 
provide the exact dimensions of 
the master map. 

(iii) Build your cities close to the 
sea, as these are your production 
centres for boats. 
(iv) It is imperative that you enter 
and name as many provinces as 
possible and build, build build! As 
a suggestion, try to build all your 
settlements four or eight squares 
apart, This will help when creating 
large armies to attack other 
players. War is a very expensive 
thing - try to be as diplomatic as 
possible - resources are often 
better directed towards building 
settlements; a much better 
investment! 

(v) For the purpose of colonisation, 
keep your armies to one platoon. 
Incidentally, a home garrison is not 
required till you are actually 
engaged in war. 



on all that's wild and wonderful In 
the crazy world of playing by 
mail , , , 



Sportsman Snooker. 

Are you a potential snooker World Champion? 
Find out in this top quality snooker PBM game. 

Send only £3 for your starter pack 
and free first turn, (Only £1 a turn thereafter) to: 

Parade Games, 

3 Almond Road, 

Gorleston. 

Gt Yarmouth. 

Norfolk. 

NR318EJ 
There are over 250 guaranteed places in 4 games. 

That's your cue! 
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NTLINE 

with Philippa Irving / 



STALINGRAD 

Producer. CCS 
Author; Ken Wright 
Price: £9.95 

Stalingrad is the latest game by 
wargaming's only current 
prolific writer, Ken Wright, ft 
takes up the often-documented 
campatgn on the Eastern Front 
in the Spring or 1942, when Field Marshal 
Von Bock led the German Army Group 
south. Into a drive to capture Stalingrad. 
The war on the Eastern From had been 
draining the resources of both armies 
and, by this stage, it was no longer 
possible to keep up operations along its 
extent. Both sides decided to concentrate 
on the southern sector 

Hie capture of Stalingrad was 
Intended only to be a stage an the inwards 
sweep towards the centre ot Russia 
around Moscow. In reality, it proved to be 
an intractable objective and the whole 
Russian campaign foundered on it 

Trie game gives the player command 
ot seven German armies, most consisting 
oi six units. It is set firmly In the mould of 
the author's previous games {Yankee, 
Sitzkrieg, Overlord), with an increasing 
trend to what might be called 'system 
minimalism"; there is no need to taKe a 
degree course in the operation of the 




game. Statistics are thin on the ground 
and ail the player does to issue orders Is 
move units m blocks of three and choose 
between a handful of generalised attack 
options. It's a deliberate attempt to 
emphasise the gameplay itself, rather 
than distract with superfluous details and 
hinder with difficult order systems. 

The system is essentially the same as 
that seen In Ken Wright's previous two 
campaign games, Blitzkrieg and 
Overlord. Wargamers who own either will 
find no surprises in Stalingrad and may 
be templed 1c start playing as soon asthe 
loading. However, a 




A A bird's-eye view of the assault 

careful reading of the rules and 
background is strongly advised as a 
preliminary. There are a few important 
additions to the system, and, as usual, 
It's necessary to bring both knowledge 
and imagination to get the most 
atmosphere out of the onscreen 
abstractions, 

Trie screen map is as attractive as it's 
possible for a computer 'board' map to 
be. Terrain is neatly and clearly 
differentiated, and the names of towns 



on Stalingrad 

are indicated onscreen, There is certainly 
something to be said for concentrating on 
making the screen map self-surficierrt 
and attractive. 

There are seven different type of 
terrain, which carry their own movement 
cost and advantage or disadvantage for 
attacker or defender. Unfortunately you 
can't exptort these to the lull as it's too 
difficult to predict where any unit is going 
to end up after a movement phase, and 
the decision about whether or not to 



NTLINE 




FORUM 



This month's Frontline Forum looks at a major ditema facing every Spectrum 
wargamen Can the Spectrum still hold Its own when it comes to large and 
complex strategy games? With the growing popularity of me 1&-bit machines are 
8-bit computers still the way forward? 



Dear Philippa 

Thanks for publishing my tetter (In Issue 

51). I'm sorry If it reads as rather harsh 

on you but I had just finished playing the 

game in question and I was not in a good 

mood. 

Recently, I bought a Commodore 64 
and dish drive because although the 
Spectrum can hold its own In arcade 
games, the strategy games are rather 
limited, and having visited a Commodore 
owning friend and seeing the war/ 
strategy games thai he had, I was 
converted. I have got a copy of the 
Strategic Plus catalogue and the range of 
games is rnindboggling compared to the 
Spectrum. 

I would advise any Spectrum 
wargamer to invest in a Commodore as 
well if he really wants to getto grips with 
bis hobby. So hencefortri I shall be 



reading your column in ZZAP! 64. 
David Ellingham, Stockton, Cleveland 

Sadly, I tiaw to agree wttft you. In my 
opinion the Spectrum is unbeatable for 
sophisticated arcade and arcade 
adventure games, and has had much 
more imagination poured Into its 48K 
confines than the flashy, Americanised 
Commodore will ever have. But quality 
and quantity of strategic releases 
available for fne Commodore far outstrip 
the Spectrum selection; not only 
wargames, but fantasy role-playing 
games also benefit from the luxury of 
disk Access. However, disk drives am 
expensive, so are wtase glossy American 
games. That, I suspect, is me main 
obstacle in the path of many Spectrum- 
owning wargaming enthusiasts. 



66 CRASH August 1988 






engage In combat is usually taken out of 
your hands. 

The player, adopting the persona of 
Flew Marshall Von Bock, commands the 
f st and 4th Panzer Armies, the 2nd, 6th, 
1 itti and 1 7th Armies and ttie Rumanian 
Army. Apart from the 2nd, the armies are 
divided kite a right and left flank of three 
units each. The right and left flanks are 
treated as separate entities for the 
purposes of orders. The only statistics 
available for each unit are a rough 
percentage estimate and an indication oi 
morale, 

Orders are Issued through a series of 
simple branching menus, Movement and 
combat orders are given In a single turn, 
and executed immediately afterwards, In 
the orders phase, the player can inspect 
what limited information is available 
about his units as welt as the percentage 
strength of whatever enemy units are 
sufficiently in range to appear on the 
screen. 

Having selected a particular army, the 
player issues movement instructions as 
hi Blitzkrieg, instead of plotting out a 
straightforward path for each unit, the 
player must Indicate a general tine of 
advance for the centre, right and Jeft 
flanks of the army. When movement is 
processed, the throe units dot along the 
landscapes in an unpredictable 
approximation of these flanks. 

Even after three extensively played 
games using this system, i stiN haven't 
got to grips with it ft seems to carry the 
notion of reproducing the' difficulties of 
command beyond the borders of 
frustration. 

C<mitetorrJerscanontybeg[ventome 
block of three units, In advance of seeing 
where they will end up, ATTACK means 
that the units will throw themselves 
wholeheartedly at any enemy, whether it 
seems like a good idea or not. Units with 
a DEFEND order will not attack ANO fight 
hack with a bonus added to their 
effectiveness. But the most common 
orrjer to giveis DISCRETION, which leaves 
the decision whether or not to engage in 
combat entirely in the hands of tile army 
commanders. The unsubtie nature of the 
'attack' orders leave the player little 
choice. ' 

Once all orders are enter ad, movement 
and combat take place with satisfying 
speed, Combat Is won by flashing units 




F.EIH Rti 



ggy , , e> me 
s^t urlu-f u 



The Wehrmacht launches its attack against the Soviet Line 



and percentage losses for each side, arid 
is sometimes accompanied by retreat or 
advance. 

There is a carefully worked out supply 
network which the player must study- 
ink across the map in a chain of 
supply which is easily broken. Once an 
army is out of supply, rt cannot participate 
in the replacement jhase which takes 
place every turn. This highly styfised 
phase allows the player to dish out re- 
Inforjceroent points from a generaf pool to 
all armies in supply, It's very easy to be 
inattentive to the invisible supply chain. 
and to find whole armies suddenly 
wasting away. 

There are three difficulty levefs, which 
step upwards sharply. The manual 
informs the player how to increase the 
difficulty indefinitely by means of a POKE. 
Ves - this game can be broken Into by 
pressing the break key, and it cheerfully 
advertises the fact, This is a refreshing 
fack of paranoia on the part of CCS! 



DearPhHippB 

Having subscribed to CRASH since Issue 
26, 1 fett it was hkjh time I made a 
contiibutlon to your magazine. 

I am quite an avid wargamer and 
frequently battle the computer at the likes 
of Vutcan, Desert Hats, Amhem, Lords Of 
Midnight, Legions Of Death, etc, 
Recently, I decided to add to my collection 
by purchasing Blitzkrieg. CRASH Smash, 
mustbe good I thought- After the rubbish 
loading screen I did find a good game. 
However, does it really merit a CRASH 
Smash? This suggests that it cannot 
really be largely improved upon. I believe 
ftatDesertRatsis a far better game than 
BHUkheg (I admit rt is only my humble 
opinion, but I hope others agree), but rt 
did not receive a Smash. Fair enough, it 
has its faults, but ft is much more 
addictive and wide ranging than 
Sitzkrieg - two player game, six 
scenarios {eight on the expanded 128K 
version) and a choice of sides are just a 
few points to mention. 

Both these games (the authors state) 



contain an orders system which allows 
the confusing aspects of war units 
missing each other, surprise attacks etc, 
However, Blitzkrieg's control system 
leaves the ptayer hoping forthe best. The 
player has no option but to leave his uoits 
milling about, hoping to destroy the 
enemy and not Jet any enemy units past 
I certainty fett that I did not really have 
control over my armies and to wkn J did 
not really have to use much strategy - 1 
just wished for a ftttie luck. Blitzkrieg 
could also have done with a choice of 
sJdes or a two player option. 

That brings me to my second point 
Why won't wargame authors use the 
128K memory available? Ken Wright 
wrote a page of excuses along with 
MWtrteflcomplaming aboutthe memory 
restrictions, Why cant he follow R T 
Smith and produce an expanded version 
for f 2€K computers on the B-side of the 
tape? Desert Rats and Vulcan both have 
this and f thin k that it improves The value 
for money no end. I may be biased 
towards R T Smfth, but surely this is 



justified as he has written three great 
games that I won 1 become bored with, ff 
R T Smith were to release another game 
I would buy It, no questions asked. 
However, a rww Ken Wright game. , . . 
I would now like to leave the authors 
alone and speak out for all wargamers 
who read CRASH, or buy CRASH and nick 
through to find their favourite couple of 
pages and . . . then check again, but 
(scream) no Frontiine! What is 
happening? OK, you w»H reply that there 
are no games to review. How about 
reviewing or re-reviewing SO me old 
war games. CCS sent me a pamphlet full 
of games, but I would rather see a review 
before spending a small fortune. (CCS's 
Bast FmntJor next ish!} Perhaps Frontline 
could extend and Involve strategy 
simulations - not just wargames. The 
Soxfag Atenajerreview was a step in the 
right direction (have a look at Formote 
One by CRL and you may be pleasantly 
surprised). Let's be rewarded for our 
£f 25. Let's have a bigger Frontline! 
Simon Deans, High Wycombe, Bucks 



I'm interested to find that I'm not (twenty 
one confused by the orders system in 
Blitzkrieg, Overlord and now Stalingrad, 
My high rating of at! of these games 
reflects the fact that other aspects of 
them are excellent, and about as good as I 
you're tikeiy to get on the Spectrum 
wargaming front. The same can be said 
about the ff T Smith games (! didn't 
review Desert Rats, so can't answer for 
it), and t agree that the amount of game 
this author gives you for your money is 
greater, i understand that ken Wright's 
philosophy fe to invest most of the 
memory Into the quality of the computer 
opponent; but I agree that everyone 
would welcome expanded 128K versions. 
The publishing houses seem to nave 
own up on the 12m. 

It's frustrahng for me, too, when I can 't 
produce Frontline. In future I shall try to 
keep e stock of hacfrce&ltyue games, 
as you suggest - and as I do tor 
Manoeuvres in Z2API 64. 

"j 
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The game's main strength 
quality of the computer opponent. On the 
third levef, the only way to win is to 
outplay the opponent consistently and 
constantly making better decisions. 

I have the same misgivings about this 
game that I had about Qvdriortt; I find it 
so difficult to control the units in a 
sensible manner that I'm unable to 
concentrate on the necessary ov 
making and strategy. There is something 
frustrating about having so trttfe control in 
a game which is beautifully designed and 
unKkJubtBdHy clever. You w 
fight If they want to, but only If it's not too 
much bother ... and then you sit bach 
and we • 

Nevertheless, it is possible to get used 
to the system and liiere's no doubt that It 
makes for very streamlined, absorbing 
gameplay. There are no ungainly pauses 
or ragged edges. The variety of strategy 
available is enough to hold in 
through many successive games 
another serious wargameris wargame 
which is aiso accessible to the 



newcomer, and everyone but the most 
hardened arcade addict should enfoy 
playing it 

Presentation 93% 

The normal large CCS box, containing 
glossy rules with a background star 

Graphics 80% 

GoodgrapWcai Interpretation of playing 

board layout 

Rules 81% 

All aspects of the orders system are 
explained, lhaugh rfs sometimes dl 
to find a specific item 
Authenticity 79% 

The heavy abstractions affect the 
atmosphere, but the details are correct 

Payability 92% 

Easy to pick up, and very absorbing 
OVERALL 90% 

Another tiighty recommended game In 
the same mould as Wright's Blitzkrieg 
and Ov&rtord 



FIRST PAST THE POST 

Authors: Adam, John and William Parker 

Price: £1.99 

I rubbed my hands in glee wh 
took a first look at First Past The 
Mo complex wargame this; 
Just another example at that rare hut 
persistent breed - the text-based 
strategy game. 

The player is In competition with three 
other trainers whose performance 
records can be called up. You are already 
in possession of a stable of race worthy 
horses. 

Each meeting runs three races: the 
one mile, the two mtle and the three mile, 
Before the race starts, there Is an 
opportunity to see the odds placed on 
each horse by the bookies and to place 



one bet. The odds assigned may follow a 
logic Internet to the computer, but to me 
they seemed complete! y random. 

The race teetl k run in gtorious dual- 
pixel animation, with your own I 
highlighted In whits and those of the rival 
trainers an anonymous black. They gallop 
suPejry speed along a practically 
featureless course, gsneratina a 
boredom that is almost unbearable. In 
the end, I resorted to readlngabook while 
the race was on. 

If a white horse has been frozen mid- 
gattop at the finishing post, then its one 
of yours and you've won. UnreaHsttaarly, 
no credit is given for second or third 







place. If you happened to back the 
winner, you get the appropriate pay out, 
It one of your horses won, you get some 
prize nwiey, Then it's onto the next race. 

At the end of the day, a league table of 
trainers Is shown. Points are awarded on 
the basis of an unexplained system , Next, 
the piayer has the opportunity to sell a 
horse from the stable. A, single horse is 
also offered for sale, with a price tag 
attached. Uttle judgement is called for; 
the animal Is an unknown quantity, with 
no history. 

The horses carry their records on into 
subsequent meetings which Is when the 
game first caffs for a degree of strategic 
thought The logic is basic - keep 
entering horses for the races they've 
shown they can do wetf at 

Maybe something Interesting happens 
at the and of the season and perhaps 
variety and humour pop up unexpectedly 
if you persevere for long enough. After an 
interminable game, however, 1 got the 
<mpr ession that it was like this all the way 
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. It certainly failed to inspire any 
spark of interest or curiosity In me. The 
absence of incentive to play First Past the 
Post tor more than an hour leave; 

commend itself, even at a 
hud get price, 

Presentation 60% 

Onscreen presentation is smootl 
attractive, but there isa complete lack of 
written material 

Graphics 55% 

Few graphics to consider, but the 
animated race not exactly high art 
Rules 20% 

Completafy inatiwjuate - no explanation 
of the prlndpfes of horse racing and 
stable management,, and barely enough 
Information On how to play the & : ; 
Payability 40% 

Easy enough to ptay. but the race 
sequence holds things up 
OVERALL 32% 

A non-starter 
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COVER UP with one of the range of EXCLUSIVE T-SHIRTS 
only available from your heal Microdealer Dealer 






BACKGROUND 

Newsof Atari's flrst.steps Intpfhe world of the 1 6- 
txt home computer marker come in the 
summer of 1985 when, fdlowng the launch of 
Commodore's Amiga Jack Tran 
announced trie impending release of flr* 3 
. : ' competition to Commodore's new 

The ST. according to rumour, had been n 
.■-.n before rramlei started at 
out apart from the interna! hardware 
designs, l<ttl@ etse had been produced, An 

afo'ng system was still needed, as was a 
usable front end and some form of BA 

fhe bultt- in software used is a version of CPJW 

68K renamed TQSfJramiel OperohngSysfem). 

A Graphics Environment Manage* (GEtvf) was 

:sed from j&M, and the 8ASiC was hastily 

obtained from Metaccmco, a British 68000 

pony, who were- also responsible for 
AmigoDOS, 

Atari were so keen tc 
that the first production models requ^ed frte 
user to toad the 200K TOS from disk before <r 
couid be used. Newer machines have a de- 
:3d version of TOS on ROM 
- i : '65 saw Tr-,e first appearance 01 
standard Atari 520 ST in Britain Unfa 
also needed an externa! disk dnve a nd a colour 
or monochrome r r»e TV mod' 

was present. This didn't stop the machine :■ 
in sub: . ..ntities, mainly due to '' 

: campaign, 
Since then, the original version has been 



1040 SI with one megabyte (1 000K) memory. 





■ SPECIFICATIONS 

All versions utilise the Motorola 680G0 1 6/32 bit 
interna? processor, which runs at a clock speed 
Gf8fv : =" the 

Amiga) The screen display has three modes of 
resolution- 640 x 40 9 an only be 

uied in conjunction with a monochrome 
monitor. 640 * 200 pwtefs with four colours 
onscreen, and the normal 'games' mode of 
■x20fl pixels with 16cotours.AUcQlr 
florvs ar& made from an internal paletteof 
512. 

Muslcalry. the ST is poorly catered for. since 
the sound chip is si e one used in the 

Spectrum 1 28K machines and Amstrad CPC 
range. There are three separate etght-o 
sound channels and a separate whtfe noise 
channel. However, the addition of MIDI 

f BtnjmentO' . sorts 

I access to any MIDI compc' 
synthf 

THE STORY SO 
FAR 

Ar present-there are wry QQSTsinfhe 

UK- atoutSOOOO were sold ii'. ;% 
are hoping to double that figure for this year's 
sales, obviously December w>ll provide a large 
chunk of that figure. There cm e ■ -dels 

-available covering ail environments. of u 
predominantly home entertainment, small 



MBnBK 



sedtoonSySI 'O'.Thisyear 

Atari are splitting their budget. 70/30. in I 
of the business sector - the software and 
magazine base has already beer, 
Ihe entertainment sector- and hope 1o oil 
small businesses in large numbers (something 
which no other manufacturer has succeeded 
in doing) . Last year was very successful for Atari, 
with a turnover of almost £30 mHlton,- they had 
ccess again since their penetratton 
of the home computer market in the ea 

es with the Atari 800 



In September of last year, not only did they 
drop the pr- £100, Aran afeo 

launched their CD-ROM at £3W I 
data to an ST at 1 5 Mbits per second Though 
it doubles the price ot >:. packager! 

does represent terribly good value. Its main 
problem is that Atari have a problem in 
targeting it at any spec 

n software, Demand for this new 1 6 bit 
phenornenomgrew so much lhat. oftei 
aggressive (and very prosperous) TV marketing 
campaign. Atan cteaned out at STs for three 
weeks in November. By December 87 the ST 
was really catching 1he eye of fhe games 
machine buying publit 

< 'OUQ HOur the Cf :' \ 

seoson 



THE FUTURE 



Into 1088, Atari plan to manu 'p.iliion 

: or Germany 
alone!) Things were obviousty going along 

viorch when, not unsurprisingly due 
to a rise in the price of silicon chips. Atari put the 
£1 50. which was cutfrom their STs in Sept- 

n 'ising it to £399 (keyboord. disk 
• ind TV modulator). Atari tempted the 
...'jstomer wrlh a gift of over £400 
(£4i'; oftware : The offer 

c-piv lasts tni September 1 at this year so you'd 
better move fast if you want to take advantage 
of this temp : ye But don't get your 

cheque books our foe ' 5 generally 



after oil who wonts 22 old games when theSi 

; 1 6-bit software 
oases, As well 05 the Spectrum, Commodore64 
and Amstrad (aitt-.c ugh fhfe is rapidly 
diminishing in popularity) an extra format has 
now been formed - almost every software 
producer is '©leasing an ST version of ail their 
products. A: Dlheir 

' some amount of backing - wWi 
transputers, bfitters and double-sided d 
drives -the ST seems to be THE expanding and 
expandaale computer 



■£*** • 




BACKGROUND 

Early (n 1985 th© ailing Commodore company 
; the Amiga pro>©C' from ex- ' 



Wl»<:&,^mli*i*i-..r'V7i*l* 



VWth rumours of an Atari 1 6-bit based 
machine, Commodore were under duress to 
release She Amiga and. as with the ST, the first 
bateh to surface were rushed, having a bug^ 
ridden operating system that loaded in from 
the 88QK disk drive. 

While Atari targetted their machine at the 
lower end at the. marke , a. complete 

"npresswe graphics and muifi-faski r ia 
capabilities was pushed as a business 
mcrchine-cunvexeeutive toy, is is generally 
regarded !hat Commodore got if completely 
wrong, and while the Amiga floundered in the 
no-man's lC' teiibus amateur". Atari's 

c ;l was busy building up a strong public 
■ -±a similarly large software I 
e Amiga appeared as the AT 000, 
looking every bit the serious camp 
compiel© with a colour monitor perched atop 
the hardware case, separate keyboard and a 



addition of * • j custom chips which 

handle mc,-' 'features on their own, 

leaving the rnainproce Ihe bulk of the 

program. Screen resolution has four modes: 
640 x 400, 640 x 200 and 320 x 400 with 1 6 



SHMiH 



cotours onscreen, There's also a hofd and 

modify' (HAM) mode wl jys oil 4096 

although it only works with 

Static: pixel's 

Mustcaly, the Amiga is superb, with four, ntn©- 

octa ve F M stereo sound channels, and o novel 

e A500 also has 

eight hardware sprites, hardv.- sand 

a bit blifter for Jhe h ign-speed transfer of data, 

THE STORY SO 



FAR 



The Amiga's sates werat 

ary of this year when The independent 
picked up on a new breed of computer 
vandal The new 'yuppie vandal' originated 
from Switzerland and destroyed gl ' fin ngo disks 
in rts path. Basically, the 'virus' (as it became 



'iZSS^TSS^SSS^SSrSSSiSi. *"*»V P<°Q«™ copied nstf to r /:/ 



11 ThP Aftnn *kZ thfi firtt «*^i mtom^t «♦ t^. ' imputer waslurned off would be affecte< 

keybo. k dtfve containedln c, ■ SS^^^' ^ 1 T^X^^ 

it'll still cast an tntttn <K*i ajo a^TOJlors like Silica Shop (who would 

mi srn cost on extra £25, CQ ^ / ^ onHdote ^ to a d<sk for ^ free of 

charge) tho virus has almost been eradicate 

QPFO IFI C* AXIOM Q " aBh oygh PC owners beware. It has risen its 

vi L.v-'ii i wn r I \*s I >j o ugly head on your machines, and will 

. . compietefy wreck a hard disk. 

The Amiga uses the Motorola J2 bet The whole affair may h€yje t&en bod tor 

processor, running at a dock speed of 7 1 4 those affected, but it did give the Amiga very 

^.ThissotouchsbwerthanrheST^utmofe toa», and thus broug ? : 

tnan makes up for this deficiency by the the minds of the man off the street 



iiJMiI*JilTI»i;wl;;ifi£#r»l»l«E»wT*rl •KisItisWI Iraffl? 



THE FUTURE 



Present estimates put the number of An 



wmmmmM mmm 



, jyboa/d. 1 Mb disk drive and mouse) 
- although, unlike the Atari ST, you! need a 
modulator for use wrth a TV. This should alsohelp 
move programmers to producing more 
original software forthe Amiga, Due to the extra 
capabtlrtes, programming fakes far longer on 
the Amiga therefore up until now most " 
pragrammefshave developed the prod' . 
a 1 040ST o: : i the data to ao 

Amiga, porf-to-pori 

I figures show, software houses are 
still producing more ST products than Amiga, 
USGo ¥Ound three ST pro 

evefy one Amiga game, The simple fad is thai 
there are more ST owners out there, and 
software houses don't feel obliged to put 
everything out on the Amiga wher^ ft* 
seeing 3-4000 units. US Gold's average ST 
release is more like 8000. although a best-setter 
like Out Run rjthe first non-Spectrum or 
Commodate gome to top the Gallup oh< 
can setJ over 25000 Software houses like 



Amiga banctwoggon and now promise full 



reiease. Night f?a> 
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To make sure the Atari 520 STFM 
only plays games that are worthy of it, 



ATARI 



SCI? 




ri?JZM£i!ti.t*?j* ' 
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3*fer excludes monitor- 
Only the Atari Summer Pack gives you the worlds best home computer plus the world's best games. 
Twenty- two software titles that most people would give their right arms for, are yours absolutely free 



■MHHHi 



Wl NTER OtYM P\AD y SB p*9? 



MOUSETRAP $X*#% 



wm 



SLAPRGHT &&9f 

DEFENDER Of THE GROWN £W*^ 
I NTER N AT ION AL KARATE p&9$ 
TRAlLBLAZER :24*J% 

ENDURQ RACER £fcfc9$ 

ARKANOJO p4i<& 

WARLOCK jMtfl 

MARBLE MADNESS 
RAMPAGE £!4v95 



we're giving you 
£400 worth free. 



PiUTOS 


F14«£ 1 




LEVIATHAN 


^JA*5 




SUP6RSPRINT 


,£14*5 ] 


RANARAMA 




STRIKE FORCE HARRIER £2*9? 1 




TETRIS 


swSiH 




Q*BAlL 


&9&S 1 


ROADWARS 









,£9*4 



There's no catch. You realty do get a 520 STFM and £414 worth of great ill ATA Dl 



games for just €399.99! But only until September 1st. What are you waiting for? 



SUMMER P AC K 
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A Virus on the Atari ST 

h© Spectrum version is 
reviewed elsewhere in this Issue) 
which is very close to "the orighrxsl 
.Archimedes program, Zorch By 
comparison with Carri&r 
Command, however the 
gameptoy seems a little repetitive, 
'Nice graphics shame about the 
game' seems to be ihe general 
feeling towards 1 6-bit software. 
Many games that ortglnaUy 
appeared on the Spectrum seem 
to lose aH their ptoyabity on the 
conversion, One game that 
certainly has turned out well on the 
SI though, is Ihe arcade hit Out 
Pun. The ST version has all the 

▼ Racing fun from U5 Gold 



reproduced tram the arcade 
machine but if you find that they 
distractyou, you can change them 
for realistic sound effects. The ST 
Out Run is one of the most ptayable 
versions, and with a brt of practice 
you can get close to completing o 
« sourse 

The price of 1 6-bit software 
seems to vary tremendously. For a 
full price game on the ST you can 
expect to pay from around £1 5 to 
over £40 and budget software is 
usually just under £1 D. Amiga 

3 re is similar in price. For the 
overage Spectrum owner this may 



Are these 1 6-bit computers all they're cracked up to be? Afe all 
the shouts of 'Wow, that's amazing!' coming Irom THE GAMES 
MACHINE justified? NICK ROBERTS. STUART WYNNE and DOMINIC 
HANDY had a good rummage through TGM's filing cabinet and 
came up with a few games that show the Atari ST and the Amiga 
at their best... 



K 



ne of the best arcade 
1 strategy games 

available to ST owners 

is Infogrames Captain 

Blood, As an 
Inter galactic traveller you must 
Journey around the gataxy and 
collect clones of yourself; fall to do 



The graphics and sound are 
perfect examples of whotthe ST 
can do. The Jean-Michel .Jorre 



the use of colour cycling on the 
t'lyperspace and destroy planet 



options simply takes you out of this garneptoy defy belief, Similarly 



world! Unfortunately the game 



suffers In play/ability domain - the 
dffficuffy of actually 
communicating with the often 
clones makes the gamefrustfating 
after a whfle, Another state of the 
art ST game is Canter Command, 
by those master Spec': i 
programmers Realtime Software 



i of an aircraft carrier with 
four fighter aircraft and 



'STnagiiitTgiifljSreii^iCi 
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added enactions of colour and I £7.99 for a full price game and 
excellent tunes. The car moves budgetffle$at£1.99rxrtyouhave 



game. The smoothness of the solid 
3-D graphics and the depth of 



impressive graphically is Rainbird's 



▼ Rainbird's Carrier Command has to be played to be believed 



Spectrum hod. and aH the 
backgrounds ore colourful and 
detailed, It still has the annoying 
multitoad though, and the car 
comes to an abrupt naff as you 
a r each new level, The tunes 
thai play whilst you are zooming 



^S^^^^ 
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_ j on disk, usually of a much 
higher quality and take far longer 
to program 

Finally, we come to Beyond The 
fcePafQce. Of course the layout of 
the ST version is identical to the 
Spectrum but the graphics have 
much more detail in them and are 



▼ Elite: striving for success in the 16-bit market 
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packed fuH of colour, it seems to 
me That if is harder to control the 
main character on the ST, Nb 
matter how hard you fry to 
manoeuvre him Into the correct 
position he wanders about all over 
the place. Due to this the game 
does get terribly annoyingl 

The ST is an excellent machine 
for upgraders from the Spectrum, 
as wHh the Spectrum you geto very 
expandable computer with the 
cheapest software in its market, 

And so we come to the Amiga. If 
you look mote deeply at the 
technical specifications of the 
Amiga, it soon becomes obvious 
that it has a fair few extra 
capabilities and becomes even 
more apparent when you look at 
games which have been 
developed on the Amiga, and not 
Just ported from the ST. 

AB ST games are very similar on 
Commodore's wonder beast, so 
there are very few games which 
actually catch your eye mare than 
the ST versions. 

The number one Amiga game 
atthe moment Is undoubtedly F/A ■ 
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A Electronic Arts strike back with an Italian tie-in 




k The greatest flight sim to ever appear on a microcomputer? 

!8lnterc&ptorby Electronic Arts; a was dubbed the mast playab 

futuristic-looking flight simulator arcade conversion of 1 997 or 

with solid 3-D graphics. Once earned Itself 90% in CRASH - tl 

you re past the fantastic Amiga version is just as playa" 

atmospheric title tune (very Top and even cuter. AH the chare 

Gun- ten) and the annoying security are excellently drawn and 

codes you enter a computerised animated in fuH colour, The 

worW of solid 3-0 graphics and backgrounds are just as detc 

challenging gameplay, If you and vibrant. There is the ctassk 

didn t know better you would think arcade game tune constontty 

mat you were really therel There playing In the background an r 

are various sights to be seen in the usual impressive jumping $oun 

game which include The Golden | effects, The addictive qualitfcr 

Gate Bridge and Afcatraz. Once this game go right off the end i 

you have qualified (by taking off scale. This really is just like the 

from an aircraft carrier and arcade maehlne. 

carrying out a complex landing As far as simulations go, the 

procedure) there are various Amiga seems to win hands do 

is for you to attempt. Hav& As well as affightsim Electronic , 

you ever flown upside down under also venture onto the Grand Pi 

abridgeat909knots?ir5gottobe track for Amiga owners, ferran 

o be believed! The onfy thing Formula Oriels the ultimatelntr. 

fc that it's a bit too hard to qualify. sims - and definitely not for avi 

y ou have to have the correct arcade-only players. As the gr< 

speed and height to make a flag drops -you can almost feel 

successful landing on the carrier; tension around you as other drh 

you usually land, but go shooting weave and dodge for a goer' 

off the deck and Into the sea! F/A- game position. A'\d. unlfte it* 

id interceptor is undoubtedly the other racing sims, your oppor 

best flight simulator seen on a are aiso fallible - stowing down 

microcomputer, It's got everything; corners and spinning off the trc 

graphics, playabifity and superb just Tike you and me. Sound is c 

^J^l Ul ^ used to full effect; th© drill noise 

Bubble Bobble on the Spectrum the pits are fantastic. Real race 



fans will love ft. 

At present there's no doubt that 
l^e ST would be the sensible buy - 
If s got a steaaly high software 
base and good retail and trade 
support - especially with a free 
£400+ software pack, But, the 
Amiga seems to be catching 
everyone'seyeottheFnomentond 
software support Is undoubtedly 
Improving. The only trouble h that 
the high street chains are still wary 
of stocking Amiga products 

As with afl computers, the 
hardware Is only as good as the 
software if runs, The Amiga has the 
quality product, but the ST has the I 
quantity. 




Armchair sports fans or strategy freaks. Calf them what you 
will. One of the most prosperous products a marl order 
company could ever produce is a sports strategy game. 
Most of the majors have kept out of this genre (only Addictive 
Games continue), but what they're missing is one of the most 
dedicated and loyal computer gaming groups in the UK. 
Some of us dream of managing our own favourite soccer, 
American football or cricket team and with the aid of your 
Spectrum it's possible for your dreams to come true - well, 
almost. Ace sportsman and all round sports fan PHIL KING 
takes a look at the top sports strategy games around at the 
moment . . . 



ON THE BENCH 



Producer: Cult 
Price: £1 .99 

®r> The Bench is a texf- 
onfy soccer 

management game 
featuring four divisions 
and is very up-to-date - even the 
newly- introduced promotion 
playoffs are featured. The player 
can choose to manage any one of 
22 teams, though he always starts 
in the depths of Division 4. The 
game can be customised to your 
own requirements with a useful 
option allowing you to change the 
names of the players as well as 
teams. 

Players in the same division may 
be bought directly at a price set by 
the selling team -they may also be 
sold to raise extra cash. The team 
is Initially given an overdraft limit of 
£250000, If this is exceeded, the 
bank will automatically sell off 
some of the team's players. 
Before each match, training may 

T 'Ere we go, "ere we go, 'ere we 



be given to strengthen any part of 

the team, orthe whole lot irit needs 
it. The players are selected for the 
match along with one substitute. 
During the match, a clock counts 
the minutes played. A screen 
display gives a current match run- 
down of players, scorers and 
anyone that's been booked or sent 
off. 

After the match, the results of 
the team's division are shown. 
They appear very slowly, followed 
by an even longer wait for the new 
teagu© positions. 

The program suffers from 
slowness and a general lack of 
control over the team's 
performance. Due to little 
involvement there is a clear lack of 
atmosphere. Only two pounds, 
though. 
Overall 




TESTMASTER 




Producer; E & J 
Price: £8.95 

f you think one day 
cricket is boring (which I 
don't!) then you'd better 
avoid Test Master, 
again from E&J. The 
game is very similar to 
Cricket Master but is a simulation 
of a complete five day test match. 
The game is just like going to see 
every day of a test match - 
inevitably tedium soon sets in. 

Most options are identical to 
those in Cricket Master. An extra 
feature allows you to declare your 
score if you're winning and running 
short of time. There is also a light 
meter; if the light gets too dim. the 
batting side can choose to stop 
play till it improves. 



There are six and a half 
computer hours of playing time 
per day and this is reduced after 
each over, depending on how fast 
the bowler is. The game takes 
absolutely ages to play and, like 
the real thing, is a lot less exciting 
than one day cricket. 
Overall 48% 

▼ Could you stand five days 
of this? 




FOOTBALL 
MANAGER 2 



Producer: Addictive Games 
Price: £9.99 

^P^^k nJy last issue (79%) 
j^^^B CRASH looked at Kevin 
T^H IVToms's sequel to the all- 
^^C^ conquering Football 
Manager, Football Manager 2"s 
extra features include the exact 
positioning of players on the field 
and the option to make 
substitutions at half-time. 



are made. The finance screen 
shows the gate receipts, wages 
bill and overheads, In addition to 
the championship and FA Cup. the 
team also gets to play in the 
League Cup, 

Although there aren't that many 
more options, the general quality 
of programming and presentation 
▼ Whatever is Whel an doing 
in goal 7 
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The graphical portrayal of the 
match is a great improvement over 
the original, which was stow and 
unrealistic. 

Players may be bought and sold 
on the transfer market where bids 



is much better than the original's. 
The game really holds your interest 
and is definitely the best of the 
sports strategy genre. 
Overall 85% 




EUROPEAN 
CHAMPIONS 



Producer: E & J 
Price: £7,95 

^^^^ther soccer 

j^^^^R management games 
^^B|»are based on the 
^BE^ English League and the 
FA Cup, but European Champions 
involves 32 national teams trying 
to win the European 
Championship ~ yes, England 
could finally do it! 

Before you can take part in the 
Championship Finals, your team 
must qualify by winning its group 
of Jour teams. As in real life 
fnendlies can be played to build 
up a team's fitness and morale. 

Each of the 22 squad players 
has three attributes: tackling 
abhiy, skill rating and goal scoring 
potential. 

In addition to your chosen 1 1 , five 
additional substitutes must be 



selected. This allows for the extra 
strategy of making tactical 
substitutions. 

Your team can play a short 
passing, neutral or long ball game, 
and decide to be defensive, 
average or attacking. Both these 
options alter the strategy of the 
match. 

The graphical display of the 
match is extremely simple (only 
the ball Is shown) and time 
consuming, but at least you can 
see how the team (or the ball} is 
doing. This feature, afong with the 
potential for substitution strategy, 
makes European Champions far 
mors exciting than many other 
results-only games. 
Overall 



V Spot the ball 




CRICKET MASTER 



Producer E & J 
Price: £7.95 

f cricket fans are feeling 

left out of this 

footballing strategy 

extravaganza, then 

think again because 

E & J haven't forgotten 

you. Cricket Master simulates 

limited overs (definable from 40 to 

60) one day international cricket. 

The team of openers, stroke 




the ball was hit, how many runs 
were scored plus other useful 
facts. 

The batting side can choose 
how aggressively the batsmen 
play. And for added realism, on the 
fifth and sixth balls of an over, the 
player can choose to run a single 
to keep the best batsman facing 
the bowler for the next over, 

T An action -packed day at the 
cricket pavilion 

"WEfi'THEP 



FfilR 



MICHE1 

G-OOD 



0UTFIE_[. 




players, fast bowlers, spin bowlers 
etc, must be picked from 16 
players, ratable from one to three, 
i Once the team Is selected, the 
match can begin. When his team 
is fielding, the bowler can alter his 
own bowling line and move the 
fjefd into positions of his liking- 
Bowling and fielding is automatic 
and the minimalist graphics show 
the fielders and a rough guide of 
where the ball travels. Underneath 
the graphic display, text 
messages flash up describing how 



As with managing a real cricket 
team there is little else to do, 
especially during play itself, This 
tends to be a problem with cricket 
simulations In general. The various 
strategic options are an 
improvement on most games of 
this type, but the lack of a two 
player mode ra disappointing. 
However, cricket fans will 
probably like it as there are very 
few cricket strategies to choose 
from. 
Overall 
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Is Phil's team tough enough to win both cups? 

THEDOUBLE 



Producer: Scanitron 
Price: £10.95 

^^^^^k f course every football 
■j^^Bfan knows, 'the double' 
T^M V is when a club wins both 
^m^ the FA Cup and the 
League Championship in the same 
season. Scanitron have tried to 
create the year long battle against 
all odds, in their game of the same 
name. The game includes many 
menus which allow the player to 
manage all the aspects of any of 
66 football teams. 

One thousand players are on 
show, with a small amount 
available for transfer after the 
eighth week of the season. 
Notification of forthcoming 
transfers is given two weeks in 
advance, allowing the manager to 
send a scout to watch an 
interesting player. The scout (a 
very likable and useful chap) 
reports on that player's 
performance and estimates his 
value, allowing you to make a 
sensible bid when he comes up for 



sale, 

The way transfers are handled is 
one of the strengths of Trie Double 
- allowing you to build a team 
excelling In all departments. The 
program uses real players' names; 
I was amused to see Jar Rush 
valued at only half a million 
pounds! Every week a very slow 
pseudo teleprinter scratches out 
ALL the league results, and can 
become VERY irritating. 

Sadly, there's no grapl 
display of the match . Being able to 
see how your players are getting 
on really strrs inner feedings (no 
matter how naff the graphics may 
be!). The Double contains many 
interesting features not used in 
other football strategy games, and 
also presents a reasonable 
challenge. It's not a bad game, but 
there's much room for 
improvement. 
Overall r 



HEADCOACH 



Producer: Addictive Games 
Price: £2,99 

//\ f all the sports to be 
/4 1 imported into the UK 
X§* m oyer the past ten years, 
\\ ^m? American football has 
M^*^ p een j ne most 

successful, Addictive's 

Headcoach puts you on the 
sideline of England's second most 
popular American sport (after 
basketball). 

As thehead coach of an up-and- 
coming team, you must try and 
build up a group of muscular 
meanies tough enough to win their 
division, get through to the 
playoffs and, hopefully, make it to 
the final objective: the Superbowl. 

The player can choose to 
manage any of 24 NFL teams 
(what happened to the other 
four?). Teams consist of three 
squads: offensive, defensive and 
a special team for kicking. After 
looking at the players on sale, it's 
time to select trie team for the 
match (pretty unrealistic, as 
normally all the players are on 
hand). 



On the field, the player can 
choose between three offensive 
and defensive plays, and a field 
goal attempt (no punt option). This 
is where Headcoach really fails, as 
the real sport involves dozens of 
various recognised plays, as well 
as scope for specially designed 
movos 

The team in possession is 
allowed two downs (or plays) in 
which to make ten yards (there are 
four downs in the real sport). This 
supposedly speeds up the game, 
but inevitably it leads to a very 
restrictive and (usually) low- 
scoring game. 

Overall, Headcoech Is a very 
inaccurate simulation. Even 
hardened fans of the sport (like 
myself) would be better off leaving 
it alone. Headcoach has a large 
following already, but with & 
lack of realism it is very hard to see 
how anyone could gain the real 
pleasure and thrill of American 
football from playing it 
Overall 28% 

▼ There must be more to the 
Superbowl than this 
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NIGHT RAIDER 



Producer: Gremlin Graphics 

Retail price: £1 2.99 cassette, £1 4.99 disk 

Authors: David Pridmore and Greg Holmes 



he sinking of the German 
battleship, the Bismarck, 
was one of the biggest 
coups of World War II. In May 
1941, Norwegian secret agents 
alerted British forces of the 
position of the Bismarck, The 
British subsequently sent forces in 
search of the Bismarck and 
attacked it, damaging its rudder 
and leaving it a sitting duck. To 
sink the ship, a new American 
prototype torpedo plane was 
brought in - the Grumman 
Avenger. 

The player takes the role of the 
crew of this plane and can select 
various screens relating to each of 
its four members. The plane starts 
on the deck of the Ark Royal; but 
before taking off, you need to 
ensure that the throttle and 
instruments are set at the correct 
levels. The engineer screen shows 
the appropriate gauges and 
levers. 

Once airborne, the action is 
viewed from the cockpit with wire- 
frame graphics in vanishing point 
perspective. Enemy planes attack 
the Avenger and must be shot 
down before they cause too much 
damage. The player may also 
switch to the rear gunner's screen 
allowing him to shoot pursuing 



The Ark Royal is continually in 
danger from German E-boats and 
U-boats and must be protected by 
the Avenger. The positions Of 



J PHIL L 



" The manual to Night Raider 
is extremely detailed and 
even contains the history of 
the Bismarck and its sinking. 
Comprehensive Right 

training options allow the 
novice pilotto get used to the 
controls before attempting a 
real mission. The different 
screens for each member of 
the crew allow for greet 
attention to detail and many 
more instruments than 
would have been possible on 
a single screen. Accurate 
vector graphics are fast, with 
enemy planes being 
reasonably detailed 

considering the speed. Five 
missions of varying difficulty 
should help to lengthen the 
appeal of the game and the 
hardest missions will give 
even the best pilots a run for 
their money. This is definitely 
not a mindless shoot-'em-up 
but a game that combines 
strategy and arcade skills to 
good effect. A well- 
presented, high quality 
simulation which will appeal 
to all fans of the genre. " 



planes and boats can be viewed 
on the navigator's screen. A 
course can be plotted by moving a 
cursor on the map. The direction 
of the cursor is shown by a marker 
on the compass on the pilot's 
screen. 

The engineer's screen can also 
be accessed during flight to alter 
the throttle setting or the fuel 
mixture and adjust other levers 
controlling the landing gear, 
arrester and wing lock. 
Ammunition and fuel are both 
limited and extra supplies can only 
be obtained by returning to the Ark 
Royal. 

The ultimate aim of the Avenger 
is to sink the Bismarck with a 
torpedo. To enable the torpedo to 
skim across the water the plane 




needs to fly at low altitude. A direct 
hit will ensure the sinking of the 
Bismarck and a successful 
mission. 

Before attempting a mission, 
the player can practise any part of 
the game such as taking off, 



A A bewildering array of 
gauges and levers 

landing, flying and sinking the 
Bismarck. There is a choice 
between five missions of varying 
difficulty. 



J MICK L 



" Night Raider is quite good as flight simulations go, but visually 
poor. The odd solid plane occasionally files over, and the few 
boats that you come across are nothing more than tiny sprites. 
The missions vary from just shooting a few ships to a full-scale 
battle. A feature I liked allowed you to plot a course which the 
plane will follow, while you blow up everything In sight - thus 
saving you the hassle of keeping an eye on everything. Night 
Raider isnH the best fMght simulation around, but still very 
interesting. " 

63% 




▲ 'We're under attack, we're under attack! ' Can you stand action 
of this pace? 



JmarkL 



" Night Raider is certainly a complicated game. You have to watch 
ell the different screens like a hawk, otherwise the unfortunate 
crew of you aeroplane end up taking an unexpected swim. Still - 
a quick perusal of the enclosed instruction manual should keep 
even the most inept pilot out of the waves. Graphically, Ntght 
Raider is Impressive, and although the view out of the cockpit is 
drab (remember that it's night time), the detail on the various 
knobs and dials, especially on the engineer's console, is great. 
There's plenty of challenge, ranging from practising the basic 
manoeuvres such as landing and taking off, to a full blown attack 
on the Bismarck, stopping off to sink a few E- and U-boats on the 
way. I greatly enjoyed playing Night Raider - a leading aim ulati on 
game and well worth a look. " 

83% 



' COMMENTS L 



Joysticks: Kempston, Cursor, 

Sinclair 

Graphics: typically 

indistinguishable wire-frame 

shapes 

Sound: grinding spot effects 

Options: five different 

missions and a practice mode 

General rating: a cool and 

competent flight simulation 

with plenty of attention to detail 



Presentation 
Graphics 
PI ay ability 
Addictive qualities 
OVERALL 
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Producer: Gremlin Graphics 

Retail price: £7.99 cassette, £12.99 disk 



With the ultra- serious 
Olympic Games just 
around the comer, 
Gremlin Have decided that a little 
fun is in order. Alternative World 
Games is a spoof on sport itself 
and includes eight comical events. 
On loading, the screen shows a 
parrot next to an old gramophone, 
The player can choose to compete 
for any of eight countries; the 



parrot then puts on a record which 
plays a tune associated with that 
nation. Up to eight players can 
compete, with only two playing at 
the same time. 

The game selection screen 
contains a video recorder with nine 
monitors. Eight screens represent 
the events while the ninth contains 
an option to compete or practise. 
Having been chosen, the event is 



NICK L 



" Alternative World Games seems to be lust one big muHiload! All 
you do is load in one event, play it and load in another (even on 
the 128K!). The game is excellently presented, though, with 
animated parrots, country selections and a whole host of 
different tunes which improve when you start to play. Alternative 
World Games' strongest point is its variety. Every event is like a 
new game and, with eight to choose from, you can't lose, A 
particular favourite of mine is the Pile of Plates - yon have to 
wobble along the ground, balancing as many plates as you can 
cany. I love the way they ail crash to the floor - to your utter 
horror! Alternative World Games may not be graphically perfect, 
but it's worth buying even if it's just for the tunes! " 

88% 



▼ The incredible human bridge makes his first attempt 




loaded in from the tape. 

Event number one is the Sack 
Race in which the player must 
move from left to right avoiding the 
manholes. 

The second event involves 
balancing a pile of plates. The 
fewer plates dropped, the higher 



your final score. 

Next comes the Boot Throwing 
contest. The piayer must swing a 
boot round and round, then throw 
it as far as possible. You can select 
an empty or a water-filled boot; the 
full boot can travel farther but tires 
the player out faster. 




PfiHEftQOH 



i fiUTt ROUND 



80 CRASH August 1988 




A Cameron's nervous about heights 



IphilL 



It s good tp see a light-hearted sports game for a change and 
Alternative World Games contains some very offbeat events The 
country selection screen shows a large, well-animated parrot- 1 
Jove the way he picks up a record with his beak and puts it on the 
gramophone. The many tunes (different ones for each nation and 
event} realh/ liven up the action. Each event is well presented with 
colourful backgrounds and smoothly animated characters 
Unfortunately, some of the events are a little lacking in content - 
you sometimes spend more time waiting for an event to load 
than actually playing it. However, with eight games in one, you 
get good value for money. Alternative World Games isa worthwhile 
package which should appeal to all but the most serious sports 

MS 



Grab your vaulting pole and it's 
on to the River Jump. You've 
hardly got time to catch your 
breath before you Ye trying to 



J MARK 



Following a string of 
serious sports games, 
mainly from the Epyx stable, 
it's nice to see Gremlin 
releasing a game with such 
silly events as Boot 
Throwing, Pole Climbing, 
Plate Balancing and 
Pogoing. The graphics are 
detailed, with large 

monochromatic sprites 

wobbling around the screen 
as they compete in some of 
the strangest sporting 
events you'll ever see. I spent 
a lot of time tearing my hair 
out because of the 
annoyingly long wait the 
player has to suffer between 
multifoaded events. 

However, most of the events 
are worth the effort - 
especially the plate 
balancing, which has the 
poor competitor teetering 
beneath a huge pile of 
crockery. Take a look - 
Alternative World Games 
certainly makes a change 
from Hie usual run-of-the- 
mill examples of the genre. " 
12* 



collect a bottle of champagne in 
the Pole Climbing contest. 

Event six involves a Run Up The 
WaJI carrying a hat, and is followed 
by a Pillow Fight in whrch you 
attempt to knock your opponent 
into the water. 

In the final event, you must pogo 
around the course, within a given 
time limit, bursting balloons along 
the way. 



/COMMENTS L_ 

Joysticks: Cursor, Kempston. 
Sinclair 

Graphics; detailed backdrops, 
with slightly blocky and jerkrlv 
animated sprites 
Sound: jolly loading tune arid 
with a different tune for each 
country and event Raspy in- 
game spot effects 
Options: compete or practise 
the events in any order as the 
representative of any of eight 
countries 

General rating: an enjoyabty 
weird and whacky world tour, 
slightly marred by a very 
tedious mutfjload 



Presentation 84% 

Graphics 79% 

Play ability 83% 

Addictive qualities 8 1 % 

OVERALL 85% 



Producer: Atlantis 
Retail price: £1.99 
Author: Grant Jaquest 

■ n the remote galaxy of 

■ Quarrton, ait the dreaded moon 

■ citadels, each of which 
contains an arsenal of deadly 
weapons, are to be destroyed. 

Unfortunately, the Galileo moon 
citadel has activated its automatic 
defence system. You must 
penetrate its defences and 
destroy the ten nuclear towers at 
its core. The citadel contains five 
levels, the alien inhabitants of each 
reduce your energy on contact. 

You control the velocity of the 
main character and can 
manoeuvre him on to trampolines 
to make him jump. Other levels are 

▼ All alone in the Quanton galaxy 



accessed by colliding with the 
tefeport bubble. 

The nuclear towers are located 
on Level Five. Each consists of 
nine blocks which are destroyed 
by anti-radiation orbs collected 
from a dimension room. Collecting 
time cubes increases the amount 
of time you can spend in this room. 
Orbs are collected by moving 
across a three-by-three grid. 

When time runs out in the 
dimension room, the player 
returns to Level One and must 
progress to Level Five, where the 
towers can be destroyed on touch 
block by block. 




CRITICISM 



j 



• " The most unusual thing about 
Overkill is that the main character 
is unarmed - there's no killing at 
all! Gamepiay is therefore limned 
to avoiding the nasties while 
collecting time cubes. Progress is 
initially very difficult as control is 
awkward when jumping and 
enemies are pretty hard to avoid. 
Backdrops are colourful but 
largely irrelevant and the main 
character isn't animated at all 
when he is floating through the air. 
Collecting orbs in the dimension 
room is extremely simple, as is the 
destruction of the towers. Once 
you've mastered the controls, the 
game becomes easy - 1 managed 
to complete it after about a dozen 
attempts. " 
PHU 54% 

• " Overkill is the latest offering 
from Grant Jaquest, author of 
Disposable Heroes (reviewed 
back in Issue 52), and I must 
admit that there's more than a 



passing resemblance, 
graphics are bright, but 
simplistic, with Nobby- loo king 
sprites wobbling around very 
samey looking backdrops. The 
lack of a weapon, even to stun 
the meanies, is an annoying 
omission, especially later on in 
the game when collision forfeits 
the precious orbs used to 
destroy the nuclear towers. A 
mildly addictive game, but not 
one of long term interest " 
MARK 35% 



COMMENTS 



1 



Joysticks: Kempston, Sinclair 

Graphics: colourful but lacking in 

detail 

Sound: burbly spot effects 

General rating: not much to pay, 

not much to play 
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HOPPING MAD 



Producer: Elite 

Retail price: £7.99 cassette, £12.99 disk 

Authors: Neil Latarche and Lizzie 



It's a hard life hopping through 
the world and Hopping Mad is 
full of ups and downs. 
The player controls a string of 



four balls which continually 
bounce up and down as they move 
from right to left against a 
horizontally scrolling landscape. 
The player can make them jump 
higher (by pressing fire) and speed 

▼ Watch out for the ball- 
eating plant 



JPHIL L 



" The controls for the game 
are extremely simple; lust 
feft, right and fire, but the 
halls are still incredibly 
difficult to control as they 
bounce through the scrolling 
landscape. The 

backgrounds tack detail but 
are very colourful with the 
odd spot of colour clash. The 
sprites move easily and 
gulckiy against a smoothly 
scrolling background. There 
are a couple of nice tunes on 
the 12BK - it's just a pity that 
they don't play during the 
game itself. The idea of 
bouncing is reminiscent of 
the ancient Kosmic Kanga but 
this time the screen scrolls 
from left to right. Personally, 
I'd have preferred It the other 
way round. Despite its 
simplicity, gameplay Is fast 
and fun but also very 
challenging as you try to 
keep up to four balls out of 
trouble at the same time. The 
real problem with the game 
is its repetitiveness and the 
rather high difficulty. Still It's 
very playable and keeps you 
coming back for more; 
definitely worth a look. " 

84% 




J KATI L 



" Skipping through the countryside as a series of interconnected 
bouncing bobbles doesn't sound like the most promising game 
scenario, but what starts out sounding incredibly silly turns out 
to be extremely enjoyable. The colourful backdrops are bright 
and bouncy - as with all Elite games a jolty 128K tune helps you 
on your sprightly way - and collision detection is totally accurate 
as you bound recklessly over hedgehogs, lizards and flowers, 
squashing the innocents as you go. The only missing ingredient 
is a bit of variety. If only there was a contrasting sub-game, a bit 
of multidirectional hopping, a two- player option - anything for a 
little alternative excitement. When you've bounced and bounded 
your merry way through all eight levels of this computerised 
hopscotch you may feel a little disappointed that there's nothing 
more. Still - as long as you're not after the game of a lifetime 
you've got a few enjoyabfy acrobatic weeks on your hands. " 

74% 



V Just hop, hop, hopping along 




up or slow down their movement, 
The balls collect balloons by 
bouncing into them; a collection of 
ten balloons gives access to the 
next level. 

Environments range from forest 
to beach scene (no time for 
sunbathing here) and from desert 
to undersea world. Each stage 
contains its own particular 
hazards, most of which burst one 
or more of the balls when hit. 
Desert cacti swallow up badly 
positioned I «s I s , prickly 
hedgehogs and slithering snakes 
crawl across the earth, and lethal 
rooks and bees soar through the 
air. Extra points are awarded for 
collecting apples as well as other 
bonus objects and for jumping 
directly on to certain obstacles. 
When all four balls have burst, the 
player loses one of three lives. 

Play skilfully enough and you 
can bounce through the world, 
over the sea and out into 
uncharted regions of space to 
boldly hop where no man (or 
woman) has hopped before. 



J HICK L 



" The control method of 
Hopping Mad is very similar 
to that o* Ocean's Wizball in 
that there's so much inertia it 
is extremely easy to go out of 
control. The presentation is 
excellent, with a tune that 
sounds like it has come from 
a children's programme, 
along with some colourful 
and jolly graphics. The game 
itself is terribly hard to play; 
with some concentration I 
did manage to get to the start 
of Level 3 but found it 
impossible to finish. It's a 
shame Elite have made it so 
difficult to get anywhere 
because the further you get 
the better the graphics and 
animation -Level 8 should be 
a real treatt At least they've 
chosen the right title for a 
game where, if you're not 
careful, you can get killed 
very easily in the first couple 
of seconds - and go Hopping 
Madf " 

7e% 



COMMENTS 



Joysticks: Cursor, Kempston, 

Sinclair 

Graphics: bright, bouncy and 

colourful with well-animated 

figures 

Sound: two jolly 1 28K title 

tunes plus many varied squirty 

spot effects 

General rating: the unusual 

control method and the 

attractive presentation are 

great fun at first. However, 

repetitive and difficult 

gameplay suggest that initial 

enthusiasm may not last 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 
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THE DUNGEON OF DR AX 











I r. 






Spectrum Version 



Amiga Version 



C64 Version 




Check your local stockist for availability. 
In case of difficulty, available by mail order 
from: Palace Software, The Old Forge, 
7 Caledonian Road. London Nl 9DX. 
Send cheque or postal order for £9-99 



; r- -■ 



(C64* Spectrum, Amstrad cassette), £12.99 
(C64 disk). £14.99 (ST, Amstrad. Spectrum 
disk). £19.99 (Amiga) plus SOp PfiR Access 
and Visa holders telephone 01-278 0751. 
Subject to availability. 
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iw VI DEO FACE digit iser 

turns pictures from a video camera or 
recorder into standard hi-res Spectrum screens 
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SAMPLING IN 

THE HEAT 



This month, JON 'N-N-N-NORMAN' BATES 
steps into the shadows of the Motel's parlour 
for a didactic review of Quasar's Yamaha DX7 
programmer plus more on those wild 'n' 
whacky samplers . . . 

SUMMER IS always 
oppressive. Here at the 
motet the heat tends to 
send roe into the cool of 
the back room where I 
can practise my taxidermy and sift 
through a few letters. Although f 
sometimes forget to switch the 
vacancies sign on, I have never 
forgotten to power up my specey. 
But enough of my moaning, 
mother will be wondering where I 
am, on with some sampling 

Over the years we have seen 
various bolt-on goodies that will 
sample sounds, but basically the 
principle is the same. The sound, 
in the form of analog electrical 
waves, is converted to digital 
information. This is then 
captured' by a routine that takes 
many very fast freeze-frame 
sn apshots of the sound and stores 
them in the computer's memory - 



playback is a reversal of this 
process. Now although the 
concept Is simple, the realisation 
and end results are wide and 
many r A professional sampler 

has a few selectable 
sample rates -that is the number 
of times it freezes the sound per 
second. This in turn has an effect 
on the length of sound that you can 
hold; the faster the sample rate the 
shorter the amount of sound but 
the higher the quality and 
definition. 

Another variable factor in Ibis 
equation is the number of bits that 
the sampler processor handles. In 
1979 the most famous of all 
musical computers was launched, 
the Fairtight fantastic. For a more 
in-depth appraisal take a peek at 
Issue Two of THE GAMES 
MACHINE, where (blowing a very 
quret trumpet) I ran through its 




history and facilities. 

Suffice it to say that the first 
version used 8-bit sampling - 
which is of course the very same 
number of bits that the Spectrum 
uses, thus proving that it is not 
impossible to produce reasonable 
samples within the humble 
exterior of the Spectrum. 
However, what makes the sound 
acceptable is not necessarily the 
actual sampling routines but the 
processes which the sound is 
subject to before and after, 

Firstly, adecerrt level of sound is 
required. Just as on a cassette 
deck, if you record at too low a 
level you get a high level of 
background hiss which neatly 
swamps the sound with a noise 
not unlike the shower running in 
cabin number one (you remember 
that one don't you?). Hence a 
good sound level is of prime 
importance. The Falrlight had 
some very fancy maths that 
actually compressed the sound at 
the same time as expanding it to fit 
the available memory space. This, 
coupled with some very quiet 
fitters, helped to make the 
sampled sound as clean as a 
whistle. However the important 
part of the business is 
quantization. 

1 It mk of a succession of 
snapshots following one another 
to make a moving picture, as in an 
amateur film. (Remember films? 
They came before videos!) With 8 
mm and even 16 mm film you get 
some degree of jerkiness. 
Quantization Is the maths that tries 
to take the edge from the 
snapshots of sound and smooth 
the transition from one level oF 
sound to another- obviously it will 
have to work pretty fast, As the 
most awkward resolution is going 
to be 8-bit sampling then 
unfortunately it is here that you 
need the best quantization. With 
any sampling it is the higher 
frequencies that suffer as these 
require a faster snapshot. 
Instruments that contain many 
upper harmonics, such as 
cymbals, will tend to have the tail 
end of their sound jagged and 
lumpy in texture (bit like the 
swamp!} with a slower sampling 






rate and not such fine 
quantization. Nowadays, in a 
professional sampler, 12-bit 
sampling is the minimum with 1 6- 
bit fast becoming the accepted 
standard. One wonders if 32-bit 
will not take over quite soon. 

In this column f have considered 
several samplers for the 
Spectrum. You will no doubt have 
noticed that l also place in high 
esteem any program that has 
good editing facilities. They are the 
abilities to graphically display the 
sound inf inedetail and enable you 
to select starting and stopping 
points. You should also be able to 
throw away what you don't need, 
thus freeing valuable memory 
space for future samples; 'oop 
parts or alt of the samplef orthe ' N- 
N-N-Norman, where are y-y-you?' 
effect and be able to be save your 
sound to a library. 

For the Spectrum you have only 
two choices - the Ram/Flare 
Music Machine and the Cheetah 
Sampler. Both are of equal (though 
not professional) audio quality, but 
can be improved by cleaning up 
the sound before and i 
sampling it. Basically this means 
begging and borrowing auch 
pieces of gear as equalisers, 
compressors and noise gates. 
Remember, that rubbish fed in will 
certainly mean rubbish put out 
(with all the warts enhanced?}. I'd 
plump for the Jvfusrc Machine, not 
only for its MIDI compatibility but 
also the extra programs that can 
filter and enhance sampled sound 
-all available from their user club. 



SIMPLE SAMPLE 



Not all of us have the wherewithal 
to purchase the hi-tech hard and 
software for professional 
sampling, So, especially for you, 
Jason Porter checked out of the 
motel and left behind the fallowing 
program. 

Jason's program would benefit 
from a clean signal . In fact it would 
probably sound better taken from 
a CD player (if you can wire one up) 
as data recorders are not exactly 
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REM BY Jason Porter 

CLEAR 25999 

LETT=0 

FOR A =65408 TO 65535 

READS 

POKE A, S 

LETT=T+£ 

NEXT A » „ ftn 

IF T<>12027 THEN PRINT "Data error'*; STOP 
DATA 243, 33, 144, 1 01 , 1 7 , 80, 255, 8, 7, 21 9, 254, 203, 

1 19, 32, 2, 203 T 254, 203, 62, 16, 244, 35, 125, 187, 32, 
237, 124, 186, 32, 233, 251 , 201 , 243, 33, 144, 101, 17, 

80 255 

DATA 6 8, 203, 70, 40, 4, 62, 0, 21 1 . 254, 62, 255, 21 1 , 
254 203,14,16,240,35,125,187,32,233,124,186,32, 
229 251,201,74,70.66,0,0,60,66,66,66.66,0,0,124, 
66,66,124,64,64,0,0,60,66,66,82,74,60,0,0,124, 
66 66,124,68, 66, 0,0, 60, 64,60, 66,2, 66, 60, 0,0,254, 
16 16 16, 16, 16, 0, 0, 66, 66, 66, 66, 66, 60, 
CLSi PRINT "1 SAMPLE A SOUND" ' "2 REPLAY 
SAMPLED SOU ND" 

INPUT K «-^»* 

IF K = 1 THEN CLS: PRI NT " Place the cassette with 
the sound on it in the tape recorder and press PLAY" 

'"PRESS ANY KEY TO SAMPLE" 
IF K=2 THEN RANDOMIZE USR 65440: GOTO 120 
I ct i < %^|mKEY£ 

>»" THEN BEEP .5,10: RANDOMIZE USR 
65408: CLS: GOT0 120 
GOTO 150 
FOR A-0 TO 60: BEEP .01 fc NEXT A 
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noted for high-firJeMy. All the 
instructions are onscreen and it 
will give you about eight seconds 
of sample. Forsorne- reason which 
I couldn't understand, the replay 
sometimes dropped in pitch, but I 
guess it could be my equipment, 
But it's a very simple and fun 
program, with scope for 
development. 



NO HASSLE 



Quasar Software have been busy 
again and have dished up another 
program for the omnipresent 
Yamaha DX7, It takes the hassle 
out of programming a digital 
synthesizer from the front panel 
and a 17 character LCD. It follows 
along the design of their DX3 1/27/ 
100 Voice Editor which was 
delivered to the motel for Issue S3. 
Quasar's software currently only 
runs on the Music Machine but 
there are plans to release it f of 
other interfaces soon. 
The main screen display shows 



the six operators and the shape of 
velopefor each one. SPACE 
bar jumps the editing marker 
around the screen. Once in the 
main editing area the left and right 
cursors take over to define the 
peripheral you're working on. 
Maybe it would have been nice to 
have a display of exactly which 
peri pheral of the envelope you are 
working on, as quite often you 
want to copy voices in from printed 
out ' patches ' (as the sound charts 
are called by the cognoscenti). The 
graphic display reacts quickly to 
any changes and the definition of 
the small graphs is good. Bar 
graphs are used to show the 
output of each operator as well as 
the low frequency oscillator, 
keyboard scaling facilities and 
velocity sensitivity {that's the bit 
for the touch sensitivity). A display 
of the algorithm shape and 
transposition is also on the one 
screen and you can compare any 
alterations with the original. 

Other functions of the program 
are what is termed as library 
management. This is the creation 
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of banks of voices to toad into your 
DX7 so that you can assemble 
Suitable sounds for different uses 
and change voices from bank to 
bank. The program comes with 
120 or so voices, all Japanese I'm 
assured, if you load up the whole 
lot in one greedy go you can re- 
order any of the banks and send or 
recall any bank (or individual voice) 
to the library or the Synth. Pretty 
smart stuff -just like the real thing, 
ha-ha. In fact only a couple of 
features separate the Quasar 



voice program from more 
expensive ones {tike £150 onesf) 
for other micros. Only a few 
niggling on-wssions - like that lack 
of voice list printer dump - prevent 
this from being a very competitive 
package. But at only £9.99 it 
should prove a worthy purchase. 
Oh dear ... I think the water 
level in the swamp at the back of 
the cabins is going down and Mr 
Arboghast' scar roof is very nearly 
visible. Mother will be angry if she 
can see the car from her window. 



Next month the r . ; TX812 editors, attempts to 

trap a few readers' letters, and generally gets dual personalities about 
everything' There's a lack of tunes for the 12&K machines in the 
i g so how about dropping Jon a tune pi get it's 

peak season for the Bates Motel so don't expect any personal replies 
from Jon. 
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UOMPUTER REPAIRS 

Fixed Super Low Prices! 

Inclusive of parts, labour and VAT 




FIRST AID 

FOR 

TECHNOLOGY 



I week tumround 

SPECIAL OFFERS 



SPECTRUMS Ct4 inc. + Frwa Oema 
SPECTRUM 136 £16 Inc. 

SPECTRUM +2 £1 8 inc. + Fre* Same 
SPECTRUM +3 E24 inc. 

SPECTRUM P.S.U. for sale £10 inc. 
SPEC JOTSTCK INTERFACE for sate E6.50 



VIC 20, C+4 £22 inc. 

AMSTfl AO 434 E3Z inc. + Ftt* Game 
CS4 P.S.U. for sate £20 inc. 

C6« E22mc. + Fr*»Game 



0T6 
BBC 
ELECTRON 



ElStnc. 
£32 to. 
Elfitae. 



Pfease enclose payment with item -3 month warranty on repair 
fflaas* etKtose advert with repair 

W.T.S. ELECTRONICS (CR) 

5-9 Portuw toad. Wlw, Baft UI4 BAT. TO; 0582 ♦Store. Tekir 2G6OT 
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SIMON N GOODWIN gets 
things together quicker 
with two new assemblers 



CODE 
MASTERS 



Nearly all Spectru m 
games and utilities are 
written in machine 
code - the simple 
Internal language 
recognised by the Spectrum's 
Z80A processor. Machine code is 
a very simple programming 
language, but it's executed most 
rapidly - at roughly half a million 
instructions a second. It's this 
speed that makes machine-code 
programming attractive to people 
who want to get the best possible 
performance out of the 
computer. 

The snag is that each instruction 
Js very simple in effect, and large 
so intricate combinations of 
instructions must be used if you 
want something relatively 
complicated to happen. The 
machine code routines built into 
the Spectrum ROM illustrate 

The ROM software, used by 
BASIC and many games, executes 
about 150 instructions to print a 
single character on the display. 
When you draw a line across the 
screen the ROM executes about 
60 instructions for every single 
point drawn on the line. 

Machi ne code may execute very 
quickly, but writing and testing it is 
a slow and laborious business. 
Mistakes are often fatal - you don't 
get helpful error reports, as in ZX 
BASIC, unless you anticipate 
every possible mistake. If you use 
the wrong instruction In a 
machine-code program you may 
wipe out all your work in a fraction 
of a second. Machine code Is fickle 
stuff, and you have to write quite a 
lot of it before you begin to build up 
a reliable framework. 

Luckily, since we're using a 
computer, we can get the machine 
to help us write and test machine 
code. There are two approaches 
to this. We can use an assembler, 
which lets us write individual 
machine-code instructions in a 
way that makes them easy to 
identify, test and alter, and 
assembles each line Into machine 
code. Alternatively we can use a 
compiler. 



A compiler takes a 
program written in a form that's 
fairly concise and easy for humans 
to understand, and converts It Into 
machine-code instructions 
automatically. If the compiler 
comes across anything it can't 
understand it tries to explain the 
problem so you can make things 
clear. 

One line of compiled code may 
be translated Into tens or 
hundreds of machine-code 
instructions, whereas one 
assembler line usually 
corresponds to a single 
instruction. 

Compilers work well, but they 
restrict what you can do. No 
compiler knows how to write 
everything that a prac'i 
machine code programmer could 
come up with. They tend to use 

tent general -purpose 
routines to do something in the 
best possible way. 

Compilers can produce fast 
code - if you can live without 
decimal numbers, compiled 
programs can be 100-200 times 
fasterthan SASiC-butthey hardly 
ever produce code as fast and 
concise as a good machine cod© 
programmer, particularly if you "re 
writing nrtty-gritty routines, such 
as animating the display or 
packing a game map into a small 
amount of memory. 

The speed and space penalties 
of compiled code mean t> ' the 
most successful and impassive 
Spectrum programs are usually 
painstakingly written in mar.r 
code, using an assembler rather 
than a compiler. Unfortunately 
changes in the Spectrum market 
mean that most of the once- 
popular assembler programs are 
no longer available, 

Back in the Issue 50 Tech Tips 
Special I bemoaned the shortage 
of Spectrum assemblers. In the 
last few years I've reviewed good 
packages like Code Machine and 
Laser Genius, only to find that the 
games firms that published them 
were unwilling to keep them in 
stock for more than a few months. 






For a while HiSoft's slx-year-otd 
DevPsc was the only assembler 
advertised to Spectrum users. 
DevPac works fine, but If y. not 
particularly cheap or easy to learn 
to use. 

I'm happy to report that mv plea 
for new assemblers has got 
results! I've just reviewed two 
programs- ZdOToofkit. from Lerm 
Software, and Astrum+, from 
Bradway Software. I've been 
using them for a while, and 
comparing them with HiSoft's 
venerable DevPac. 

ASSEMBLER PARTS 

Complete assembler- 
programming systems come in 

three main parts. The names for 
the parts vary, depending cm the 
manufacturer, but In principle 
every system contains an editor, 
which lets you type in machine- 
code instructions in the form of 
simple, standard mnemonics. 

The assembler itself translates 
the mnemonics into binary code, 
the debugger helps you to test 
assembled code and track down 
errors. Most packages also 
include a disassembler, which 
converts machi ne code in memory 
into mnemonics you can edit ana 
reassemble later. 

The assembler generates a 
symbol table, which relates names 
in your text, known as labels, to 
particular values and memory 
addresses. It's very helpful to be 
able to refer to values by name. 
even though most assemblers 
limit the maximum length of names 
so that the symbol table doesn't 
get too large. 

ZBO TOOLKIT 

Lerm's Z80 Toolkit is much the 
cheapest package, yet it's fairly 
comprehensive. It runs on all 
Spectrums, including the +3, and 
is compatible with almost all add- 
ons. 

£7.g9 gets you a 23~page A5 
manual and a cassette containing 
three main files. Side 1 is the 
complete package - assembler, 
editor and debugger - and takes 
about two minutes to load. 

The other side contains two 
copies of the debugger, called the 
toolkit- one loads at high memory 
addresses and the other loads at 
the bottom of memory. It's up to 
you to choose the version that will 
not get in the way of your own 
code. The debugger is a little over 
8K long, and loads in about a 
minute. 

The manual is a good tutorial in 
the use of the entire package, 
though It's short of some reference 
material - for instance, there's no 
explanation of how you add 
documentary comments to a 
program. In fact, comments are 
entered in the standard way - just 
start your fine with a semicolon 
and the assembler will ignore the 
rest, assuming it's for human eyes 
only. 

The Z80 Toolkit editor uses the 
normal Spectrum 32 -character 
line display, which means 
comments really have to be on 
lines of their own. The editor lets 



you edit and re-enter lines on the 
screen, using the cursor keys to 
move around. Special keypresses 
let you insert spaces into a iine k 
delete characters and jump 
between columns to keep y 
listing tidy. 

You can enter lines more than 32 
characters long, but the insert- 
crraracter key doesn't let you 
extend a line down the screen, so 
it's best to keep lines short and put 
up with rather narrow printouts. 
As In BASIC, lines are kept in 
order, so you must start them with 
a line number between 1 and 
65,500. You can get the system to 
generate numbers automatically, 
or renumber whole files to give 
even steps between line numbers. 

The undocumented fti 
65,500 is generous, as the 
maximum size of your program 
text is limited to about 20K, which 
usually corresponds to 2 K ox 
machine code, 

If you want to write bigger 
programs you must write them In 
sections and copy addresses from 
one program to another so that 
each part can find the others 
is a fiddle, but lots of success 
programmers work that way. 

You can move lines around the 
file with ZBO Toolkit, but you have 
to move them one by one by 
editing their numbers - a rather 
tedious process, 

Z80 Toolkit will load files created 
with the Zeus assembler 
distributed by Sinclair a few years 
ago, though you may need to 
make a few minor changes before 
the file will assemble. 

Z80 Tooiktt is compatible 
just about every filing devic 
cassettes. Opus, + D, +3. Swift 
Disc, Disciple, Microdrive and 
everything else that leaves most of 
the memory free and lets you save 
code from BASIC. 

This compatibility has its cost: 
there are no commands to save 
ad built Into ZBO Toolkit, but 
you can find out the address and 
length of any file, before or after H 
is assembled. 

ZBO Toolkit makes saving and 
leading long-winded but easy, if 
you make a note of the relevant 
numbers. You are expected to hop 
back to BASIC and use the normal 
programming commands for your 
system to save and load code. You 
must make a note, because the 
screen is cleared as you return to 
BASIC. 

To re-enter the toolkit you just 
type RUN or a USB call . When you 
restart the program text appears 
to have vanished! But it reappears 
when you use the command 

As Jong as you can fit everything, 
including the symbol table, into 
23K you can have several files In 
memory at once, and swap 
between them at will by specifying 
a new start address for text. 

ZBO Toolkit uses single-letter 
commands, but it's not particularly 
consistent. The assembler lets you 
edit text and translate it into 
machine code, A special 
command gels you to a sat of add- 
on utilities, confusingly called the 
monitor, which let you change the 
screen colour, search for labels in 
the symbol table, or move the 
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symbol table Into screen memory 
to leave the maximum possible 
space for your program text. 

Another command gets you Into 
thetoolkit, which others would call 
the monitor or debugger. Yet 
another command then calls up 
the disassembler. This gets a bit 
confusing , as command letters 
nave different purposes in each of 
these four modes, and it's not 
always clear which mode you're in. 



A8TRUM+ 

Astrum «■ has many more features 
than 2.80 Toofkrt, but it's almost 
twice the price -£ 1 4. The n i 
is 36 AS pages long, and has no 
examples, though it's a good. 
reference guide. 

The cassette contains around 
20 files, spread over both sides, 
totalling SOK of code. The tape 
files transfer automatically to 
mlerodnve or disk, as long as you 
press the PAUSE button whife files 
sved. t found this rather tricky 
because I started on Side 1 of the 
tape, and missed the instructions 
- for some reason Bradway 
Software assume people will load 
Side 2 first! 

Besides the editor and 
assembler, Bradway supply 
programs to read other asset 
text tapes, copy files from one 
drive to another, print file details, 
and configure the system for 
particular drives and printers. 

The debugger and 
disassembler come in three 
versions, to load at address 
36000, 46O00 and 56000. The 
manual refers to afile of Spectrum 
system labels, covering the 'ROM 
and system variables, but I 
couldn't find it. 

Astrum + may appeal as an 
upgrade for many programmers, 
inies with a utility to convert 
omHiSoft, Oasis, OCP 
Picturesque format to suit itself. 

Astrum ■{■ works on all Spectrum 
versions except the +3. It wiN 
assemble from disk to disk {or 
microdrlve), so you can write very 
large programs, but first you must 
divide your text into 10K sections, 
called pages. Single pages can be 
assembled from memory to 

ry, but there's only about 2K 
spare for your code, at address 
56000. 

-■ Astrum + editor is happy 
with lines. up to 256 characters 
long , panning the screen sideways 
to show lines oJ more than 32 
characters, Lines are 
automatically formatted into neat 
columns as you enter them. 

Astrum f has a true screen 
editor, without line numbers, so 
you can't intersperse system 
commands as you enter line: 1 ; . 
must use a set of trendy pull-down 
s to control Astrum i 's most 
powerful features. I found these 
menus rather clumsy to use, and 

3n old-fashioned 
command line. 

There are too many menus, and 
each one is too small. You have to 
press SYMBOL SHIFT and O, to 
select the required bank of menus, 
then SYMBOL SHI FT and E to 
select one from each bank of 
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three. SYMBOL SHIFT W pulls 
down the chosen menu, then you 
press any key to cycle through the 
options, pressing ENTER to se led 
one sn particular. 

You ean create, save, load and 
merge files, display a list of 
filenames {without any other 
details) on a chosen drive - but the 
drive-changing and merging 
options are not on the main files 
menu. You can print, move, copy 
or delete marked blocks of lines, 

r replace any characters, 
swap between file pages or 
assemble the program. 

Astrum + asks you to check f h aj 
you've loaded the correct disk or 
cartridge, Q^6 then press a key, 
before it uses the drives. You can 
turn ihis function off when 
assemWlng from a single drive. 

The software supports up to 
eight microdtfves, but all the 
pages of a particular program 
must be on one drive, so you may 
have to swap tapes manually even 
•■a got enough drives to plug 
all the cartridges in at once. 

Users of the Opus Discovery 
version should be able to avoid 
this, even if their files total more 
than 1 80K of code, as Bradway 
saltan add-on 720K second drive 
for that interface, A complete Wt, 
consisti rvg of the drive, cable, RAM 
expansion, software and manual, 
costs Just £85, making this 

'active to ail Discovery 
users, whether or not they're 
interested in Astrum +. 

I tested the microdrive version 
of Astrum -f-, using Version 1 .2 of 
Sixword's Swift Disk microdrive 
emulator. This worked well but I 
found that I had to return to BASIC 
to erase files before I could replace 



Machine code is 

executed at 500,000 

instructions a second 



them with others that had the 

same name. Apart from that minor 
quirk, the emulation was perfect, 
and a fair bit faster than my ZX 
Microdrive ever went! Microdrive 
files are automatically verified after 
saving - a sensible precaution. 

Astmm-i- v ndtoari 

cassette files, but it's m 
intended for Opus disk or 

-the tape 
options are Just to allow you to take 
cheap backup copies of your 
work. 

Astruf clear error 

messages in plain English, and 
shows unused labels in a special 
colour in the symbol table-a nice 
touch that should help you detect 
errors and keep your text tidy. 

The Astrum -f debugger is 
controlled with four or five letter 
commands, rather than single 
keys. This makes it easy to 
remember the commands, but 
slows you down. It will work in 
decimal or hexadecirr. 
whichever you choose. 

The front-panel display packs al I 

the register values into eight lines 

and won't show the value of each 

hail of the 16-bit register-pairs. 

doasnl matter if you're us>ng 



the hex display, but It makes the 
naJ display rather useless if 
you're using 8-bit values. 

You can change register values 
more easily than you can display 
them, but you still have to move a 
pointer to indicate the registers 
you want to change, then type a 
command to set the new value - 
you can't just type the name and 
the new value, as you can with 280 
VoofkH 

By -contrast, 280 Toolkit shows 
16-bit and 8-bit register values 
separately, plus individual register 
contents in binary. It still steps at 

I the. same speed - a 
maximum of roughly five 

■_-.ti.ons a second, updating 
the whole screen at each step. 



INVIDIOUS COM- 
PARISONS 

Both these packages have 
advantages and drsadvantages 
compared with HiSoft's nirf 
stalwart, DevPac. Whereas 
DevPac insists on capital letters, 
the others let you mix upper-case 
and lower-ease In your programs. 
Astrum -f has better error reports 
than the others- it uses text, rather 
than numbers, to tell you what's 
gone wrong. The snag is thai 
things like this limit the amount of 
text you ean edit at any one timei, 

Theprogram editors vary a lot— 
HiSoft's is capable but very old- 
fashioned, a line editor rather than 
a screen editor, Astrum* has the 
most modem user interface, with 
its pull-down menus, but I found 
them tiresome to use. The 280 
Toolkit editor is simple and 
straightforward, but rather limited 
if you want to make large-scale 
changes. 

Astrum-i- allows labels to be up 
to eight characters long, while the 
others limit you to six characters. I 
think both limits are rather 
restrictive, though I welcome the 
extra couple of characters 
Astrum-*- can handle. 

Astrw .ivetyslow. 

because it is written as a large 
collection of separate programs. 
For Instance, you have to reload 
the debugger every time you use 
the assembler, because the label 
Information overwrites the 
memory locations used by the 
debugger. This is not too painful if 
you've got a 128K Spectrum, as 
you can keep the debuggei 
RAM disk. 

DevPac has some unique 
advantages, but they are rathe: 
poorly implemented unless you 
splash out C50 for the CP/M 
version which HiSoft use to write 
their own software. DevPac lets 
you define macros - like 
shorthand instructions, one macro 
name can stand for a whole block 
of code defined elsewhere in the 
text. 280 Toolkit has none, and 
Astrum-i- only has a few 
predefined ones to call ROM 
routines. 

DevPac also allows conditional 
code - sections that are 
assembled only if certain 
conditions are satisfied. The snag 

cm standard Spectrum 
versions of DevPac these 



structures cannot be nested. You 
need the £50CP/M version before 
you ean do really useful things like 
put conditions inside conditions or 
use macros in other macro 
definitions, The CP/M version also 
Gomes with ED80- a proper 
screen editor capable of editing 
tiles over 50K long, 

280 Tootkit Is the fastest 
assembler if you're processing 
shod files, but it gets very fiddly 
assembling programs of more 
than about 20K text, as it's up to 
you to join up the sections. 

280 Toolkit allows numbers to 
be entered or displayed in 
hexadecimal -base 16— or normal 
decimal; DevPac and Astrum f 
recognise octal - base 8 and 
binary as well. 

Unlike the others. 280 Toolkit 
doesn't allow complex 
calculations in your text. Astrum -i 
and DevPac let you write 
calculations involving labels and 
16-bit numbers, whereas it seems 
280 ToolkitwM only let you add or 
subtract a single number from a 
label. 

TheZSO Toolkit manual is vag ue 
on this, as on other things - it's a 
good tutorial, but less of a 
reference manual than Ihe 
documentation for the other 
assemblers. Be warned: none of 
these packages wl II teach you Z30 
programming. You'll need a 
separate book if you're new to 
machine code. 

AJ! the debugging programs lot 
you examine registers and step 
through code, instruction by 
instruction, tracing register values 
and following the program ffow, 
ZBO Toolkit has much the clearest 
and most helpful display, and is 
relatively easy to use. In particular 
H shows the values of the stack 
very clearly, witii a ten-ll ne column 
dynamically showing values as 
they are pushed onto the stack 
and popped off il, 

The main flaw Is that 280 Toolkit 
won't let you enter breakpoints - 
instructions which interrupt code 
at a specified point, returning you 
to the monitor. The software 
requires you to step right tfcn 
each subroutineasyou test it; you 
can't make it zoom through to a 
certain point, and step slowly 
thereafter. 

280. Toolkit has one unique and 
friendly feature. It ean trap all 
instructions that modify memory 
contents, stepping quickly 
through the rest of the code but 
waiting for a keypress- Y or IM-fo 
tell it whether or not to operate 
each store instructo n . 

The Astrum-i- debug g 
program does everything you'd 
expect, but it uses a cramped 
display and com mands have to be 
typed in full. 

DevPac and Astrum + can 
disassemble code in memory 

nto mnemonics and labels, 
so you can edit and reassemble 
other people's code. This Is tricky 
with ZBO Tootkit, because it only 
disassembles mnemonics - it 
doesn't work out the labels for you, 

Astrum-i- can skip data areas 
automatically. Just tell it where 
you've put text or tables of values , 
and it will avoid trying to turn the 
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contents of that part of memory 
into nonsensical assembly code. 
The other disassemblers just 
pretend the values are code. 

Z30 Toolkit disassembfes the 
secret ZSO instructions I 
mentioned in Issue 52 - but, like 
the others, it doesn't let you type 
these instructions into your 
assembler program. You must 
anter them as numeric values. 



We can get the 

computer to help us 

write code 



DevPac is the only assembler 
toat takes advantage of the extra 
RAM on a Spectrum 1 28 - almost 
all the debugging code is stored in 
ttie RAM disk, so users of the 128 
machines can test up to 8K more 
code at a time if they use DevPsc, 
rather than one of the other 



ASSEMBLED RANKS 

ff you've always wanted to try 
writing some machine code, but 
never got around to it, Lerm's Z8Q 
Toolkit is a good buy. it's cheap, 
easy to use, and it works, though 
it's not ideaJ if you want to write 
programs thousands of lines long 
(and remember, it takes quite a few 
lines of assembler to do anything 
at all!). 

Astrum+ has advantages and 
disadvantages compared with 
DevPac. It has a better editor and 



comes with lots of useful utility 
programs. Astrurrn- also reports 
errors in English , so you don't have 
to memorize the msaningsota set 
of error codes 

DevPac takes up less RAM and 
dnve space, and is more flexible 
about assembling to and from a 
drive, ft lets you define your own 
macros and switch lumps of code 
in and out conditionally. DevPac 
works with a 51 -column screen 
display, and the debugger fits 
Inside the Spectrum 128's RAM 
disk. 

Personally, I found ISO Toolkit 
the easiest program to use, 
perhaps because it's designed for 
smaller projects, term's debugger 
has its limitations, but boasts the 
best front-panel dtsplay, if you're 
worki no on a blockbuster program 
either Astrum+ or Det^Rsc- should 
suit you, though in both cases H 
may take you a while to find your 
way around the sy ■■■ 



CALLING 
KEIRAN 

Tipster Keiran Wood recently 
sent in a copy of The 
Spectrum Programmer, his 
homemade Spectrum 

cassette magazine. 

Unfortunately neither his 
address nor the price of the 
tape reached me. It you're 
reading this, Keiran, please 
write asafn! 



PRICES AND 
SUPPLIERS 

£ atr !Jr m , + -Fi 4 f P pus ' Mteftrtri ve) f«ffl> Bradway Software, Hitfsett, Upper Padlev, 
Gnndfeford, Derbyshire S3Q1JA 

OevPac £15.95 (tape), £19.95 (Opus, Disciple, +3), £49,95 (+3 CP/M - 
enhanced) from HiSoft. The Ok! School Greenfield, Bedford MK45 5DE 
S (0525) 718181 



SUMMER SHOWERS 



THIS is the busiest summer for 
Spectrum software I've ever 
known - at the moment 
CRASH has a dozen major 
programming and utility 
packages waiting to be 
reviewed, yet summer is 
supposed to be the quietest 
time of the year! The Spectrum 
market is thriving, and CRASH 
Is at the centre of that activity. 
I'm still getting stacks of 
letters from readers, packed 
with the usual intermittently 
legible mixture of optimism, 
brilliance, threats, modesty, 
arrogance and sheer 
enthusiasm. It's your letters 
that keep me scribbling away 
in this part-time column, even 



though I don't often get time to 
reply to them. 

I sometimes think that 
CRASH readers are the last 
group of micro enthusiasts 
who know the difference 
between having a computer 
and having a car or a big record 
collection. CRASH readers are 
hobbyists, not sheep, and 
that's why I enjoy writing for 
you. 

If you've found out 
something interesting, or want 
to add to any of the 
discussions that have been 
featured in past issues, please 
write and let us know at: 
CRASH, POBox to, Ludlow, 
Shropshire SY8 1DB. 




All prices include VAT/delivery 

AATARI 



Special offer from Atari! 

Package contains 520 STFM 

computer wifh internal i Meg 

floppy drive, mouse, joystick, five 

disks of public domain software 

and 22 reading games titles! 

Games supplied are: Winter Olympiad '©8, Mousetrap. Sfeapfjqht 
?! If ?J Crown, International Karate, TrailbJazer, Enduro Racer, 
Arkanoid, Warlock, Marble Madness, Rampage, Eagle's Nest. Plutos 
Leviathan, Supersprirtt, Ranarama, Strike Force Harrier, Twins, Q-Sall' 
Roadwars, 30 Galax and Chopper X (total retaH value £413 94) 



Only £349.00 



L— 



Hurry before the offer closes! 



1040 STF.. 



. E419.0C 



1040 STF with mono monitor „,„ MBtt'nn 

Atari SH205 hard dtak '' '" £53900 

Atari SM 124/5 mono monrtor .„.. t119 00 

PhHIipe CM8833 colour monitor c/w ST rftflffl ..""""" £279 00 
Phillips CM6852 as above, higher resolution...... ... £299 00 

(Em £10,00 discount on Primps monitors if bought with an ST) 



Atari ST & Amiga Drives 



Why pay more? ;s&MU- 

High quality 2nd drtvat for the ST * f"*y CsmpaHbl© 
and Amiga at an ultra low prtc« * SJ^SSLSS!^ 

only £99.95 inaVAT 



drive mechanftm 

* Imb unformatted capacity 

• One year guarantee 




v- Vv.'UJju, 



VAT, d&Ifvefy & 



vve use &n<J recomme'Kf Star msn;efs smco 

th£?y do oIIp' , tnbi 'itile cembinauon of 

lealurcs. prinl 

Make 'i - deetsion gel i 

a Star prinlfif at our spej price*. , 



Star LC10 replaces the NL-tQ, features 4 NLQ tents, paper parking 

(rant pami operation. PLUS 2 extra ribbons tree ol cha*»L„... „lxi99 QQ 

Star LC10 colour, 7-ootour version of above LC-10, 

indudas 2 extra bteck ribbons tree of charpa.., „.„..... , w £234 qq 

Star LC24-10 NEW teature-paefced multifont 24pln printer,.,, J„'. '£31900 

Sm MS24-10 amazing value 24pfn printer, inciudae art snest leader 

and 2 extra ribbons tree of chargei., ....... ...... , , „.....£46s-„qq 

Slar NX-15 budget wide carriage primer mmMm JILjEKt&M 

Star N824-15 wide can. version of N824-10 fanc.free cut sr^' Je«deXZ£59©!oQ 

^ l £££E? flnter B.vwy flood spec., price lnc.1 year on site meJnt. £1 79£ 00 

NEC P22Q0 budget 24pin, great value 168/66q».. £310.00 

Amstrad DMP32SOOI good value 10* incaariat and parallel porta,..,. .„ £189 00 

Amsbad LQ3500 24pin al low price _V . £32900 

Amstrad DMP400Q last wide carriage. „ £32ftQ0 

Panasonic KXP1.08t reBabte budget 10" printer l2G/24cps !.„ '.£17900 

Panasonrc KXP1082 160/32cps version. inc.lBM p/oprintar emulation .£219 03 

Citizen 120D budget 10" printer 120cps ..7.. . £149 00 

Ortizan ^ 8^-1 00 budget 1SO|30cpalO' 'carriage , £169.00 




Evesham Micros Ltd|| 



63 Bridge Street 

Evesham 
Worcs WR11 4SF 
Tel: 0386 765500 




All prices VAT/delivery Inclusive 
Next day delivery £5.00 extra 

Sand cheque, P.O. or ACCESSiVlSA details I 

Phone with ACCESS/VISA details 

Govt.. Mfeje. & PLC official owers v#eicome j 

All goods subject »o availability E.AO.E 

Open to caltere S days. 8.30-S.$0 

T^m. 333294 Fax: 0386 7S5354 

Also at: 8762 Pcrshore Rd., Cotteridge, BirmingjlHm, B30 3BH Tel: 021 458 4564 I 
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~ 



GENIUS MOUSE 48/1 28/+ 2/3 



Q Now a (0p quality mouse gpBtem at a reaiBtto 
price, 

Ql^ button action, 

Q lull optical flpeisttoti for Eupar* aoeuraqy. 

'_] Comas <Mtns*si» with ir<te7faw - jurt jjJni 

':. HZKJ .■: 

(jGomjiaablewtth Artffii □ {we offer) 






only £39.99 complete 




ROBOTEK 



!_| Robotics tf modal oontrol made easy on 
Spectrum. 

□ 4 LDdepscHtsttUy wntrofiabte outputs I* 



'_] 6 independent inputs for sensing etc 

J This Is the product that the ^publication 
"Mate and prqjrainyou own robots" use based 
upoa. 

_i Cones complete with cables. 

only €29.99 



— «— 



16K RAM PACKS 
FORZX81 

jBrajrfaew§iiflir%ateedSlflcMrpTwiuci 

QStoF^plyginfopieJO 

□ molted Miounte *t tttew prices. 

ONir£S.99 



EXTENSION 
CABLE 

i _J Distance, psriphsfsls Item your oomputeF. 

•J 56 way. 

Q 6" extension 

J ftp quality cwjfiMtions 

only £8*99 

TWO WAY 
EXTENSION 

i_) Allows two penpheialfl tc be connected 
together ( meaKKPy eoaflkite alkwtni^ i 

.J 8" long, J 56 way, 

□ Tbpi quahty' BouiKtoociB. 

oNty £10.99 

+2 JOYSTICK 

ADAPTOR LEAD 

J Altaw standard ft pta jqysWoks (tydotttot H/ 

Turbo etc. ) to &e used on i £/ f 3 oorajwsera. 

_J Supports rapid fire models. 

onut £2.99 

+ 3 CASSETTE 

ADAPTOR LEAD 

LJMdw you can connect your 4i| to a cassette 



ij£ft.ton$. 

only £3.49 




ARTIST II ILLUSTRATOR 

1 J 'Bjp quality graphics package 6r Spectrum. 
Q Oeasribed by Sinclair Ussr as "the test artist 
pn^rwD - b&rnc-ne", 

LJ Superb quality muM fcatur*. 
J Pulldown menus, 
D Windows Sootj . 
■ LI ftmt and sprite designer. ' 

Q Sypporte many printers- ^PUHHBHIB^ 

LI Ratifclecrinff pasta. 

_| Thla package has too many features Co list - It jaaafeioeayiiSaatLhemalll 

SpsciAl Offer - Buy Artist D tt fontas House system for only 

£49.99 

FletM sttts Spectrum model when ordering 




LIGHTWRITER 

J JuEtpiug in and drwr circles, reotuitfee. ImllWl 



squares ff freehand drawing. 

J Choose mice, papers, arsse, Gil «w, 

_3 Sam results low memory or tape. 

i mate Bewene from mw&/, 
□ Menu dxtraa. 

_1 Gcffiptete paatage includes li^h f -pea & 
interface plus software, 

only £14.99 



J Qsnneot faBstes Gsntroniia primers to your 



_1 Complste with printer cable. 
_] Microdrive oompaliblfl, 
J Th3»rortl 3 compatible 



only £24.99 



ALL ORDERS NOBMALET DESBBCBES WITHIN 48 HES 

HOW TO ORDER . . . . 



BY PHONE 

E3 US* 

0788744707 
24 hi Credit Card tine 



BT POST 



Send chequse/PQs mada 
payable so Data! BecmsniBa' 



FAX 

0788 744292 



i K GRDBRS POSTfitEl 

EUBOnSADDi) 

OVERSEAS ADD £3 



DAUEL 

ELEa^onio 



DATE! ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE, 
GOVAN BOAD, FBNTON, STGKE-ON-TBINi; ENGLAND. 



ONLY 
0788 744707 



TECHNICAL ONLY 
078* 744384 




Homo 



NEW QUICKSHOT TURBO 

jC^tetewithtnter&os - plugs straight into Spectrum (all awtele). 

□ All tite featured of the test saiUcg ijulctocho*. n 

(J Microsiritch acston for evert toage: . 

□ Extra rigged oooOrusUwi. 
Q Superb styling, 

onlt £ 1 7.99 complete 





23 




SNAPSHOT II 

IjNowyoo c&a bacfcupyour jamas to mfcrodfive 
M tope 

I JSimpjy pw« the baton to "freeze" the 



. 



LJSan to mkroflrtve ar l&pe, 

JSpeciaJ oompaettag unshcbques, 

J Add pettes w peak program tlwn restart 

UAH baotajM restart from ttu point they were 

LJ Built to jayaSiGk interfece ( Kfimpstai system }, 
£24.99 POST FREE 



DUAL PORT 

JOYSTICK 

INTERFACE 

L)2 Joystick ports - one KemjHtan lype - 
one Cursor type. 

I J Aojapta any fi pin joystick including rapid 

Q Can aJs& be used with two joysticks with 
gaoes that ailew nicnuitaneoue two playaf 

. V1T.V 

only £8.99 




-^^^^ 


■ 
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Di Aft 1 



Sk 



GAMES ACE 

J Joystick taterfaoa fi? sound bscstec 

LJAocepts any 9 pEnJeptick Jar maximum 
oaopatibiljty { KMnpaton system ), 

I J Plus - d^iveraaooiKlten^Ofistiircugt 
!V speaker (*u2y controMte}, 

ONur £10.99 

Complete with Qoickehot II 

£17.99 

or complete with Qnktehot Toj-Im 

£21.99 




DEMAGNETISE!? 
CLEANING KIT 

r^ probiaDUff- Tlu««wJd be «ato ttpo bsadi 
'-■■■- t i& -;, EtatOOann, 

._j' :: ; '"'-' i 1 - '^'■-•.•.'i..:i .i ■ •;:■• r.: n ,.i 

i j When towto nwfi d>m&pieocn£ Uuy iae high 
fMipencsr reej»wn which is vita) far dun inuiB&c 
v to -use unit vfll d*aagnatts&ynirr*[a bead 
IB HSO»d* 
_iC*An^i4 tflfo wiii kaeji bMdfl la Up tep 40&ljticia 

jQnnwr wsqiifrtir nsb battery la fin Ujrto BOO 

(jLKD indicator (if ijpintfkm. 

QTJmftl Jw ail saj» dwto wcuiid Q» tsooe/nac 

COMPUtlKIT £9.99 







QUICKSHOT II 



IJTne mjrkfs Sep Eefltftg joystick 
..jComplete with mtorfaae, 
_JPJug9 Btraliht Into Spectrum/ Rus/ f &tfia 
_J Maximum ajmp&tMHy (K&n>pstofl systttn). 

ONiy £13.99 

ROBOTARM - 



iJAuto Ore/rapid fin* 

■ : .fel(l7r,ss^r.;. pp 
J ftp© trigger ffa» buttons. 
JCompIate - no more tote© 



_| Rxptara tiw faacinatiag science of Robotics 
is fanlasta M ftatttfs Robot Arm. 

_] Human IDs daxtartty - with C axis ti 
mnmw. \!e it aan manlp'j&te and 

pick up any Dbjeot as email as a paper oup ar 
B3 Uga&4teimfe '--ij 

jEasuy ociatajJtoduMng 2 ffiB&zls ( any D pin- 
Ijpe) or ooanecfid to ypur Speotrum with our 
special brtarfeoe./SoJtwaM to &vs Osmpoter/ 
Roiwtia control, (3w Inleriai* 



mOflBMt 



FuD Fanetion witli 8 Aiis 



I j CojB'ee wiQi oomptete range of aooeeaories 
SDcl'jdiog; Standard Grip Jaws to miaio noger 
type grip; Magnetlo Plnfar Adaptor witft rsieaae 
DMObaniBitSb mi ^^■TibwW bt nataFtais 

aaMB^g; 4 Stabflisir^ Laja tor ncaviep UKIjij jobe 

i ; jpll*d ) to pew 

Dc-tiir inovemenr. 

J Self oontamsd ready w use C except bafis/ 
JqysUoaa). 



only £49.99 



INTERFACE OFFER 



^) Unique Interftoe/SoSirai'e p&okags to aflow 
you to IncarJacfl and wntwU to Sotctaj-a with 
your 6?W!t«Hn. 

la iiiowis you to atore and then repeat 

j Oompiiuir and Robotlo ooncro! Is a major 
Bubjsct to Kcftoote and Dolfe^ss - ihjs 1b a unigue 
a: bribe Hon 



Ij^ory easy to use. 

^ 7M6 Interfacafe not needed to be able to use 

'>iri3/0M6pi*eE 

only £19.99 



£ ^ I I T Ar © games unfair to the fairer sex? IAN PHILLIPSON 

* ty j *^* and KATIHAMZA give opposing views on the sexism- 

^ and-censorshio debate 



rain clouds that drift 
through our lives, sexist 
computer games don't 
even rank as a drizzle 
- Ian Phillipson 

ensorship is an 
ugly word. It means 
controlling,, or pre- 
venting, what 
others say, do and 
see. In some instances censor- 
ship is necessary - in most it is 
not. 

The word once conjured up 
images of people fighting for 
fund amenta I rights that affected 
their way of I if e and that of future 
generations. But in recent years 
the word has become trivial) sed , 
and If s used every day to 
describe almost any kind of con- 
trol. 

Boots's decision that their 
shops would not sell Martech's 
Vixen unless the inlay artwork 
were changed has brought into 
sharp relief the whole question 
of censorship and the computer 
game. And the issue here isn't 
Just censorship - it's sexism. 

'Sexism is judging people by 
their gender, where it is irrelev- 
ant/ Probably very few people 
would stand up and justify 
sexism, but is it an area to which 
censorship should be applied 

quite so readily? 

The percentage of 'sexist' 
mainstream games released in 
a year is small. Indeed, com- 
pared with the great rain clouds 
that drift through our fives, the 
problem of sexist computer 
games doesn't even rank as a 
drizzle. The fact is most people 
don't give a damn whether com- 
puter games are sexist or not 
and would regard videos and TV 
as far more important factors in 
creating and reinforcing sexist 
attitudes. 

But if the procensorship lobby 
m ust make a fuss and have thai r 
pound of flesh, by insisting that 
censorship in some form or 
another is imposed upon the 
industry, how are they going to 
make it work? 

The strongest response is a 
typical kneejerk reaction - if yo u 
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that prevents it. tn an undiluted 
form this would state that you 
just cannot be sexist. 

But laws are only effective if 
people think they are good laws, 
worth obeying, and if there are 
prison sentences and fines to 
reinforce them. So sweeping 
censorship of that kind would 
soon bring the law into disre- 
pute. 

Inevitably, most prosecution 
cases would look silly (the latest 
antics of borough councils who 
discipline employees for using 
words such as Muv\ 'dear" and 
'gorgeous' are proof of this), 

And many games producers 
would unwittingly fall f out of 
someone else's interpretation 
of sexism - so often that they'd 
never be out of court The courts 
would become full of 'criminals', 
and all because a relatively 
small number of people thought 
there was a problem. 

The legislation couldn't just 
cover computer games - to be 
fair (or unfair) to all trades alike, 
censorship would have to be 
applied to the toy industry, the 
publishing world, and music 
business, anywhere sexist ideas 
could lurk. 

If legislating against sexism is 
not a good route, what about 
setting up a watchdog commit- 
tee which decides what is allow- 
able and what is not? This is the 
system adopted by TV in the 
form of the IBA, the BBC's gov- 
ernors and now the Broadcast- 
ing Standards Committee, All 
rule upon viewing tastes, and 
judge the inherent violence and 
sex of programmes screened. 

If such a committee were set 
up for software, not only would 
Hi be underworked (there are 
comparatively few blatantly 
sexist games), but it would also 
have to be given teeth. Other- 
wise it would become like the 
Press Council and Advertising 
Standards Authority, the two 
bodies set up to deal with com- 
plaints about newspapers and 
magazines - they can rap 
knuckles, but not much else- 
Such a committee would have 
to be able to impose fines or 
sanctions on companies found 
guilty of producing sexist mat- 
erial. Ultimately rt could throw 
them out of trade associations 



only be effective if the associa- 
tions were worth joining in the 
first place. 

Perhaps such a committee 
would be more useful (and even 
this is a very debatable point) 
considering violence in com- 
puter games. It might be more 
helpful than pondering whether 
a pixel-imperfect Amazonian 
beauty baring her bosom on a 
few inches of video screen, or on 
packaging, stereotypes all 
women as sex objects and 
inflames male passions. 

The third choice is to work to 
a voluntary code. This is a better 
option and it could work, but the 
emphasis would have to be 
upon the word 'voluntary'. If 
games producers didn't want to 
abide by it, they wouldn't have 
to, and no-one could stop them. 

But of course, there's already 
a kind of unwritten voluntary 
code, called taste - few soft- 
ware houses would consider 
rape or child molestation as 
suitable subjects for games. 

So the fourth course is to 
leave things as they are. On the 
face of, perhaps this can be seen 
as an abdication of responsibil- 
ity , but I woul d argue that it is the 
best choice of all. 



wh at others do, even if you don't 
like it. That it is a fundamental 
principle of democratic 
societies and you shouldn't 
stray too far from it. 

More importantly still,, there is 
no need for an imposed form of 
censorship - simply because a 
system of censorship is already 
in existence and for the most 
part rt works effectively. 

if people don't like the inher- 
ent sexism in a game or its pack- 
aging, people don't have to buy 
it. They can raise their objection 
by lea vi ng it on the shelf. Market 
forces are a far more potent 
power than any legislation in 
changing attitudes. 

If large retailers and dis- 
tributors - or a sufficient 
n umber of smaller ones - refuse 
to distribute or sell games that 
they find sexist, such games will 
cease to be produced. No com- 
pany wants to lose money. 

This is the line Boots seem to 
have taken over Vixen. 

And at last the software shops 
won't be incurring the wrath of a 
flock of fatherly Mr Angriesfrom 
Puriey. Of course, they'll be 
doing a page 3 Luvly out of a job 
-but, as they say, that's another 
ball game. 







FOftTHE 

SPECTRUM 48/128 CASSETTE 

FREE/POSTER M 



Be honest - the first thing system is fairly low-key and 



Vixen ad isn't Corinne 

Russell's brain ! 
- Kati Hamza 



here's nothing 
wrong with flesh. 
The naked body is 
Just as beautiful and 
just as worthy of 

respect as one covered up wrfch 

clothes. 
The more extreme members 

of the procensorship lobby 



reaches right back to the Old 



controversy. Freedom of the 
press is valued as a vital democ- 
ratic right. 

After all, a democratic govern- 
ment insists ' on equal rights and 
privileges for all. 1 Working on 
the principle that everyone has 
a right to vote, it assumes that 
everyone is prepared to accept 
personal responsibility. 

According to the law t that 
responsibility doesn't come 
until you're 18, At 18 you can 
vote, buy a drink in a pub, visit 
porn shops and read giriie 
magazines to your heart's con- 
tent. 

But polls in CRASH and 



When it comes to the por- 



influences are negative. It's true 
that male/female stereotypes 
are dying out: women are no 
longer expected to be house- 
wives while their men bring 
home the bacon, girls have the 
right to exactly the same educa- 
tion as boys, and employers are 
forced by law to give women and 
men the same pay for the same 
jobs. 

These are huge steps in the 
right direction, but you only have 
to look around you to see that 
sexist conditioning still prevails. 

In school , more boys take sci- 
ence subjects than girls. In cer- 
tain areas of business, it's far 




Knowledge they covered up 
their genitals with fig leaves. 

So, the supporters of censor- 
ship argue, a naked human 
being, mate or female, should 



under special circumstances - 
and certainly not before 9pm! 

Fortunately, in our 
enlightened society, extreme 
censorship isn't gaining a footh- 
old. In Britain, the established 



by software houses - are under 
18. 

The publishers, advertisers 
and retailers are all adults, so 
they should have some respon- 



lii.Mi!iWMM^fr» 



to say that young people are 
idiots or can't think for them- 
selves, but that because they 
are not yet set in their ways they 
tend to be more receptive to the 
influences around them. 



to sexual harassment at work. 
From infancy onward, women 
are given the impression that 
they are the weaker sex. Ifs 
considered more appropriate 



an argument; boys are taught to 
be aggressive. 

You'll often hear children of 
both sexes say that their mother 
is 'only a housewife 1 . 

A promiscuous man is more 
socially acceptable than a 



promiscuous woman: he's 
branded a playboy, she a slag. 

These prejudices aren't 
always blatantly expressed, but 
their influence is subtle and runs 
deep. If you've Jived in a society 
all your life, you tend to absorb 
its general opinions without 
necessarily questioning them. 
Our earliest experiences and 
i repressions are the m ost deep- 
rooted and they're pretty hard to 
shake off. 

If you 're a 14-year- old boy and 
you own a computer, you could 
be playing games for up to five 
hours a day. The presentation of 
women in many of these games 
and the advertising associated 
with them is hardly flattering. 
Barbarian had to rescue a pretty 
pathetic Princess Mariana, and 
the victim of Mermaid Madness 
couldn't get away from his 
beloved quick enough because 
she was so ugly! 

The advertising for these sort 
of games relies heavily on scan- 
tily-clad females - who don't 
always feature very much in the 
game - chosen only for their 
sexual appeal. More often than 
not, the image they create is 
totally irrelevant to the product. 

Again, it's not the bodies 
themselves which are unac- 
ceptable but the way in which 
they're portrayed. The implica- 
tion is that there's nothing more 
to women than bodies and that 
all they're there for is sex. 

Be honest - the first thing you 
think of on seeing a Vixen ad 
isn't Corinne Russell's brain, is 
it? 

Nobody's arguing that a sexist 
poster is going to make you treat 



merely that the way in which K 
portrays women serves to sub- 
tly reinforce sexist attitudes 
which still prevail. 

Working on the democratic 
principle that everyone has the 
ability to make up their own 
mind, we like to impose as little 
organised censorship as possi- 
ble. Effectively the moral burden 
is transferred to the individual. 
The individuals in this case are 
the directors and employees of 
the software companies, the 
publishers and the retailers. 

Already there have been some 
changes. A few games let you 
choose between a male and a 



Palace's Barbarian II features 
Mariana in an equal rather than 
a subjugated role. Boots have 
refused to sell Marlech's Vixen 
with the provocative picture on 
the cover. 
Without intervention from any 



den is transferred to the indi- 
viduals responsible enough to 
deal with it. Boots have already 
shown that they're prepared to 
accept that responsibility; it 
remains to be seen whether 
other companies will follow suit. 
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US GOLD 

FIREBIR D 

I 1 HOt HEAVY ON THE MAQlCK G ARGOYLE GAMES 



* m MATCH DAY II 
2(1) RENEGADE 


OCEAN 


IMAGINE 


3(9) TARGET; RENEGADE 


IMAGINE 


4 ffl CYBERNOID 


mim 


s/sj EXOLON 


HI •" ^ 


_§JT) DRILLER 


INCENTIVE 


7(4) OUTRUN 


US GOLD 


_BJ10) HEAD OVER HEELS 


OCEAN 


9 /«/ ZYNAPS 


HBIISON 


10 (9) COMMANDO 


Fllli. 


11 15/ ELITE 


RREKRD 


12 f#SJ GAUNTLET 


US SOLD 


13/-/ BURBLE BOBBLE 


FIREBIRD 


14 (19) FLYING SHARK 


FfHEBIflO 


1«f*"/ ACTION FORCE II 


MRGIN 


16 W COBRA 


QC©W 


17/*/ FIREFLY 


OCEAN 


1BH WIZBALL 


OCEAN 


19ff7/ MATCH DAY 


OCEAN 


20f>J IKARI WARRIORS 


ELITE 



J_LU_ THE HOBBIT 



... LORDS OF MIDNIGHT 
3( 3) STQR MBRINGJER__ 



4 W SPELLBOUND 
Bf5J THE PAWN 



MELBOURNE HOUSE 

BEY OND 
k a D 



MAD. 



S fgj RE DMOON 



RAJNBIffiJ 



7f7/ KNIGHT TYME 



LEVEL 9 



_a_aL _K>LLED UNT ILDEAO 



MAD. 



Q(9) RIDEL'S REVENG E 



1 (1) 


VULCAN 


CCS 


«» 


LORDS OF MIDNIGHT 


BEYOND 


3(3) 


ARMHEM 


CCS 


*ftf 


DOO M DARK'S REVENGE 


BEYOND 


«w 


DESERT RATS 


CCS 


9(m 


TOBRUK 


p-?, 


7(7) 


BATTLE OF BRITAIN 


PSS 


• m 


RE BELSTAR RAIDERS 


RRPBiHIi 


• » 


THEATRE EUROPE 


PSS 



IQJfQJ THEIR FINEST HOUR Cj CTJRYJjUTCHI^ 



Iff/ 


PLATOON 


RCA7C0HJM8fA 


2(3) 
3(2) 
4(8) 


ALIENS 


CBS,'FOX 


LETHAL WEAPON 


WAfiNEF 


A NIGHTMARE ON ELM ST 3 


THE LIVING DAYLIGHTS 


WARNER 


HELLRAISER 


NEW WORLD 


7(4) 


ROXANNE 


RCA/Cf 


PULL METAL JACKET 


WAftNEF 


10 fSl 


THE FLY 


CBS/FOX 


RADIO DAYS 


Kfr&ft Ji&SSrt 
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You now have FOUR charts in which to vote. For games featured rn the 

main software review section vote in the HOTLINE chart. Games covered 
in Samara s Adventure Trail should be voted for in the ADVENTURE 
chart. And those games requiring specialised thought and planning (like 
war games) are voted for in the STRATEGY chart. Also, all your favourite 
videos can be voted for in the VIDEO chart -old and new, borrowed, but 
NOT blue! 

^™? t . J11L iJJ. t 1 ^ appropriate form and send your votes off to CRASH 
HOTLINE CHART, CRASH ADVENTURE CHART. CRASH STRATEGY 
™ K5 nd CFtASH VIDE0 CHART: PO Box 10, Ludlow, Shropshire, 

SYB 7 OS . 

DON'T FORGET, every month we'll pick out five winners for each 
chart. The first will receive £40 worth of software of their choice. The four 
runners-up will each get a CRASH hat and a CRASH T-shirt - a total of 
20 winners. All you have to do is walk to the post box . . 
CHART VOTING FORMS ,... page 1 1 2 



WINNERS 

Tames Xucsha from St John's Wood in 
London was the first putted out of the 
magic HOTLINE hat this month (after two 
rabbits} - and wins a magnificent £40 
worth of software, The four runners-up 
are Justin Penrose from Folkestone; 
Jonathan Webb of Sundertand; 
Matthew Perkins from Cardiff and John 
Vincent ofAttiebaiwgh in Norfolk, 

The winner of the Adventure Chart's 
£40 vwrth of software is Guy Rowland 
who hails from Bishops Stortford in 
Hertfordshire- The fearless four runners- 
up -who get a CRASH hat and T-shirt - 
arc Steven Wreford of Exeter; Wayne 
Rogers from Shoiingin Hampshire; Neil 
Hopkinson of Fareham and Michael 



McMff from Normanton in West 
Yorkshire. 

First out of the STRATEGY sack this 
month was Ciaren Walsh from Dublin 
(luck of the Irish) who gets £40 worth of 
software, to play on those lonely 
oatoefieias. Getting hats and T-shirts are 
Ma* Blaekman from Harrow; Charlotte 
Ghlpehase .of Oxford; Anthony Bafmc 
from Cosby in Leicestershire and Lloyd 
Brem from Efstow in Bedfordshire, 

First prize in the CRASH VIDEO chart 
goes to G White from Edenmorpe in I 
South Yorkshire. The four runners-up are 
Paul Ratctlffe from Cawthorne near 
Bamsfey; Lloyd Strickland of Cains In 
Wiltshire; Daniel Wort from Belvedere 
and last, hut not feast, Matthew Payne 
of Churchaown In Sfouewsteraftte. 
CRASH hats and T-shirts will be beamed 
to all runners-up. 




X 



Feel you deserve another piece of the action? Bothered about having to travel 
far for software? Bored by ffie limited choice available on the high street? Fed 
up with being charged full retail price? Well, don't! Whether top games soft- 
ware, high-tech joysticks or designer T-Shlrts or just simply dustprotectlve 
keyboard covers, CRASH HYPERMARKET will despatch at special discount 
prices, efficiently and fast. The incredibly low deals include VAT, postage & 
packing* 



CRASH 

COMPUTER 

COVERS 

PROUD . . . of your untouched, virgin- 
new keyboard? Don't 1st rt bit* the 
duet, prc^^ttfTomconVe.bJscutt nib- 
bles, stream tell-out or fust simple plain 
home-variety dust 
ASHAMED ... of your grotty, coflee- 
slainec, dust-cloaked keyboard? 
Cover the mess up and protect your 
Habrtst environment tvrth a CRASH 
keyboard cover. 

RUBBER-KEYED SPECTRUM 

COVER 

OFFER 3.00, CO01H 

SPECTRUM -*- cower 

OFFER 3.2s GQ02H 
SPECTRUM 1 16 COVER 

OWW1S.7S.C003H 
SPECTRUM +1 COVER 
OFFER 4.00 OQ04H 



CRASH 
SPORTS BAG 

Have CRASH beg will travel In style. 
This top quality silver blue •porta bag 
will feel rtghrt whether you jet set 
round the world or simply walk to 
the local sport* centre. Comes with 




onormgus cavity and a useful etldooc- 

Cat 

CRASH SPORT* AM 

OFFBR 13.PS, Ct 1644 




PQWERPLAY CRUISER 

Thta exceffent lovatick, features rrBcra- 
swttch directional control and fire action 
A unique variable tension control allows 
Una user to adjust the direction control to 
extra gensftrve, normal and firm. A wide 
base AM four suction cups provide good 
table-top operation, 

POWERPLAY CRUISER 
OFFER £».M, COEMM 

EUROMAX PHOFESStOMAi auto- 
fire 

M the quality of the PROFESSIONAL, 
with the added bonus of trie AUTO FIRE 
option (may mot wars on some computer 



EUROMAX PROFESSIONAL 

AUTOFIRE 

OFFER tft.*5, C097H 

OVNJ.MIC* COMPETITION PRO 
6000 (normal) 

Features arcade quality mecrpswitchss, 
dual firs buttons, robust steal shaft end 
rubber return tor smooth control and 
longer rife. Extra long 1 .5m cord 
DYNAMICS COMPETlTrON PRO SOW 
I norm all 
OFFER 13.80, RHP 14.95, C09SH 

EUROMAX JOVSTAR 
This la an excaftent microgwllcrwaction 
joystick featuring precision top and front 
firebutlonsandAutoFtra. Itcanbsoper- 
ated handheld or can be mounted on the 
table via vtce^np suction cups. Auto Fi/a 
may not work with certain Interfaces, 
EUROMAX JOVSTAR 
OFFER 9.95, C093H 



s 
s 

S 
S 

: 



KONLX SREEDKING 

The joystick that aciwuiy Tfls your hand, 
with a fire burton angSad for your trigger 
linger 10 ensure accurate high-speed 
acilon. Solid steel breahproof shaft wrth 
nest Clicking sound for every position 
move you make. 
KONIX SPEEDKING 
OFFER 10,99, RRP 11 .99, O095M 

EUROMAX PROFESSIONAL 

Hign durability, rapid response and ultra 
sensitive movement accuracy from this, 
advanced ergonomic design. Ideal far left 
Bnd right hand play. 1.5m cord 
EUROMAX PROFESSIONAL 
OFFRtilyMg co-jsh 




DIGIT 



HY PERMARKET 
HARDWARE 



2 ADAPTOR 
Link* up any Atari -compatible joy *«ck 
to your SPECTRUM 4 2 and SPEC- 
TRUM 44 joystick output connectors. 

2 ADAPTOR 
OFFER 2LSO, 01 1 9H 



COMCON PROORAMMABLE 
JOYSTICK INTERFACE 
The only fully programmable j-oysttek 
interface on th* market! Link* any joys- 
lie k movement to any key of your Spec- 
tram 48K, PLUS, 128 or 128 PLUS 2, 
■jut pl ug function wire into key matrix 
btkJ your ready to goi Ak»o supports 
Joysticks with two Independent fire 
actions. 

COMCON PROGRAMMABLE 
JOY5T1CINERFACE 
OFflR1fcM,C!l6H 



mm 

The low-cost alternative to add-on 
keyboard*. Improves the action and 
feel of the standard SPECTRUM PLUS 
keyboard by replacing the rubber 

membrane with individual: coil sprtnga 
and plunger*. Provides ultra-light key 
stroke, 

Dtarr 

OFFER T.0O, C1 10H 



SPECTRUW+3 CASSETTE LEADS 

Link your Spectrum+3 to your cassette 
recorder and gain access to you* lame 
col lection oi Spectrum 4fl tape software 
SPECTRUM f 3 CASSETTE LEADS 
OFFER 3,86, CI OOH 





HIGHLY 

RECOMMENDED 
SOFTWARE 

INVASION OF THE OLIBUGS 




Theae critters Ere so mad 
keen to tra vol , they will 
Jump Into any] Iffy bag with 
software worth mora than 
£9.00 (Order value, not 
RRP price!)- Yes, If you 
order software worth 
£5.00 er more, you will got 
a free fluffy OLI BUG. Just 
specify on your order form 
which IrttJe critter you 
went, and hey presto, 
you'll have a new tittle pet. 
Remember though, keep 
them well away from water 
and do NOT, under any cir- 
cumstance*, feed them 
after midnight . . . You 
have been warned! 



COMCONTW1H same as above, but 
with two parallel output joystick eon- 

nactora, 

eo**eo*i twin 

OFFER 13.S4,C1t?M 

OUtCKSHOT 9 f a JOYSTICK 
MetfMad OAIICICSHOT S- 2 Joystick 
makes um of the eaeand fir* action on 
the COMCON Interface by splitting the 
two taaEok t rt O Eaj r laaEsraia la* Ma> 
pendant operation. 
OANCKSHOT tfl JOYSTICK 
OPFUtB.Se, CI 2QH 




DYNAMICS COMPETmOH PRO 

5000 |e leer} 

The designer joystick with see-through 
body. 

DYNAMICS COMPETITION PRO 5000 

(dear) 

OFFER 14.Q0, RRP 15.95. GQB9H 



ACTIOMFORCE II eaea Virgin Games 

OFFER 6,40. RRP 7.95. CG38C 
ACTIONFORCE II dlak, Virgin Games 

OFFER 10.40, RRP 12.95, 0036D 
ALTERNATIVE WORLD GAMES 
cava. Gremlin Graphics 

OFFER 6,44, RRP 7.99, C103C 
ALTERNATIVE WORLD OAMES dtoE, 
Gremlm Graphics 

OFFE R 10.44, RRP 1299, C1030 
ARCTIC FOX cm. Electronic Arts 

OFFER 720, RRP B.95, C089C 
■ ALLSREAKER II caea. GPL 

OFFER 6.40, RRP 7.96, C022C 
BASKET MASTER caea. Imagine 

OFFER 6,40, RRP 7,95, C030C 
BEDLAM (1 tfift ONLY) oaaa, GO! 

OFFER 754, RRP 8.98. C029C 
EEOLAM (1SSK ONLY) cttaa, GDI 

OFFER 10.44, RRP 12.93, C029D 
•EYOND THE ICE PALACE oai. EWfl 

OFFER B.44, RRP 7.99, C037C 




eEYOMDTHB ICE PALACE OttaJc, Elite 

OFFER 9.99, RRP 1 1 .99, C037D 
womc COMas AWo o case, GO' 

OFFER TJ24, RRP 8.99. C038C 
SIOMie COMBtAHDO alak. 001 

OFFER 10.44, RRP 12.99. C038D 
aLACKLAMP oeaa, firebird 

OFFER «.40. RRP ?.6S, C025C 
BUOOVSOY oaaa. Elite 

OFFER S.44. RRP 7 99, C039C 
BLOOD BROTtemB eaaa, GremW, 
QRapHoi 



\ 



OFFER 8.44, RRP 7.99. C078C 
BLOOD BROTHER* dtafc Gremlm 
Graphics 

OFFER 10.44, RRP 12, 99, C078D 
BUGGY BOY disk. Elite 

OFFER 9.99, RRP 1 1 ,99, C039D 
CRAZY CARS cm*. Titus 

OFFER 7-96, RRP 9.95, 001 9C 
CROSSH1ZB eau, Firebird 

OFFER 6.40, RRP 7,95, COS0G 
CYBERNOID cm, Hewson 

OFFER «A4, RRP 7.99, GQ26C 
CYBERNOID dMc, WeweOn 

OFFER 11.99. RRP 14.99, C026O 
DARK SI EM mm, Incentive 

OFFER 7,96, RRP 955. C113C 
DARK SIDE dl&k Incentive 

OFFER 11.96, RRP 14.95, C113D 
DESOLATOR cm US Gold 

OFFER 7,24, RRP 6.99. C081C 
DESOLATOR dlak, US Gold 

OFFER 10,44, RRP 12.99, CQBtD 
EARTHLMHT mm, Firebird 

OFFER 6.40, RRP 7.96, C041C 
FOOTBALL M AHAQER 1 UN, Addic- 
live 

OFFER 7.99, RRP 9,99. C09TC 
FOOTBALL MANAGER 2 disk, Ackfcc- 
live 

OFFER 11.99. RRP 14,99. C0910 
OEEBBE AM RALLY mm. Activiskm 

OFFER 6,44, RRP 7.99, CQ.21 C 
GUTZ mm. Ocean 

OFFER 8.40, RRP 7.96, C049C 




HOPMNO. MAD MM, Elite 

OFFER 6.44, rrp 7.99, C101C 
HOPnNQ MAS dim. Elite 

OFFER 10.44, RRP 1?.99, C101D 
MAM WARRtORt etti, Ste 

OFFER 7.24, RRP 8,99, CQ24C 
IKARI WARRtORS «■* Elite 

OFFER 10.44, RRP 12,99, C0Z4D 
IMPOSSIBLE MISSION II cm Epyx 

OFFER 7.24, RRP S.99. C105C 
IMPOSSIBLi MISSION II dlak, Epyx 

OFFER 10.44, RRP 12.99, C105O 
KARNOV mm, Etectrlc Dreams 

OFFER 7.99, RRP 999, CQ18C 
LEE ENFULO It SPACE ACE e»i, 
Infogranws 

OFFER 10.44, RRP 12.99, C020C 
MARAUDER mm, Hewwn 

OFFER 6.40. RRP 7.95, C090C 
MARAUDER (flak. Hawson 

OFFER 10.40, RRP 12.95, C090C 
MICKEY MOUSE cms, GremHn 
Qrapfi ':•?• 

OFFER 6.44, RRP 7.99 r C087C 
MICKEY MOUSE <Nw. Gremlin 
Graphics 

OFFER 10-44, RRP t2.89, 0Qfl?D 
NIGHT RAIDER caaa, GrwnHrv 
Graphics 

OFFER 10.44, RRP iZM, C104C 
NIGWT RAIDER dl*L Gf&mlir. Grephipg 

OFFER 11.99, RRP 14,99, C104O 
PREDATOR mm, Aetiviakm 

OFFER 74». RRP 9,99, C028C 
PSYCHO PW UXS mm. US Gold 

OFFER 7.24. RRP fl.99, C052C 
PSYCHO PfO UXB <fttak. US Gold 

OFFER 10.44, RRP 12,99, C052O 
RAMPARTS MM.G0! 

OFFER 7.24, RRP 6.99, C020G 
PARTS dlak GO! 

OFFER 6.40, RHP 7.95. C023C 
ROAD BLASTERS em, US Gold 

OFFER 7.24, RRP 6,99. G107C 
ROAD BLASTERS dlak. US Gold 

OFFER 10.44, RRP 12.99, C107D 
•HACKLED em, US GoW 

OFFER 7.24, RRP 6.99. C027C 
SHACKLED dlak US Gold 

OFFER 10A4, RRP 12.99, C927D 
SKATE CRAZY eui. GremUn Graphics 

OFFER 8.44. RRP 7.99. C0SBC 
SKATE CRAZY dlak. Gremlin Graphics 

OFFER 10*4, RRP 12.99, C086D 
SOLOWR OF LIOHT cm*, ACE 

OFFER 6.44. RRP 7 99, C077C 
SOPHISTRY CM., CHL 

OFFER 640, RRP 7.95, C042C 



STARRING CHARLIE CHAPLIN mm, 

US Gold 

OFFER 7.24, RRP 699, C043C 
STARRING CHARLIE CHAPLM dMk, 
USGoW 

OFFER 1044. RRP 12.99. G043D 
STREtTFIQHTER cm GO! 

OFFER 7434, RRP 8.99. G047C 
STR6ETFIGHTER dlak, GO 1 

OFFER 10.44. RRP 12.99, C0A7D 
TARGET RENEGADE ut» Imagine 

OFFER 6.40. RRP 7.95, O044C 
TARGET RENEOADE dlak imagine 

OFFER 11.96, RRP 14.95, C0440 
THE DARK SIDE mm, Incerrtrue 

OFFER 7.95, RFIP 9.95, C060G 
THE DARK SIDE din. lixanlm 

OFFER 11.96, RRP 14.95, 00800 
THE EMPIRE STRIKES BACK mm, 
DomarU 

OFFER 7,99, RRP 9.gg, C032C 
THE FLINTSTOMES mm Grandslam 

OFFER 7.20. RRP 6.95. C0B5C 
THE FURY ««•. Martech 

OFFER 7.24, RRP 8.99, C102C 
THE FURY BIsK.MarlBCti 

OFFER 11.99, RRP 14.99. C102D 
THE GREAT QIAHA SISTERS mm, 
GO' 

OFFER 7.24, HRP 8.99. C108C 
THE GREAT OlAHA SISTERS dlak, 
GO! 

OFFER 10,44, RRP 12.99, C10BD 
THE RACE AGAINST TIME cm. 
Codemastare 

OFFER 3,99, RRP 4.99, G079C 
VENOM STRIKES BACK Mm. Grem- 

OFFER 754, RRP B.89, CQ45C 
VENOM STRIKES BACK dlw. Gr&mim 

OFFER 10.44, RRP 12.99, C0450 
VIRUS CHt, Firebird 

OFFER 6.40, C108C 
VIXEN CM*. Martech 

OFFER 7.24. RRP 8.99. C075C 
WHERE TIME STOOD f TILL MM, 
Ocean 

OFFER 6,40, RRP 7.95, CQ88C 
WHERE TIME STOOD STILL disk, 
Ocean 

OFFER 11.96, RRP 14.95, COSSD 
WIZARD WARE mm, GO 1 

OFFER 7,24, RRP 8.99, G063C 
WIZARD WARS dlak, GO' 

O FFER 10.44. RRP 12.99. C0830 
YE Tl cm*. Destiny 

OFFER 7.20, RRP fi.95. C046C 

ADVENTURES 

ACHETOM dim. Tapotogjka 

OFFER 9.96. C048O 
CLOUDS* c»«, Martin Games 

OFFER 2.95, C073C 
COUNTDOWN TO DOOM dlak. 
ToppJogika 

OFFER 9,96. C074D 
DR JEKYLL A MR HYDE 40K cm 
The Essential Myth 

OFFER 6,40, RRP 7.95, C1 1 0C 
DR JilKYLL A MH HYDE 128K mm, 
TftQ Essential Myth 

OFFER 7.96, RRP 9,95, C f 1 1 C 
DR JBKYLL A MR MYDB disk, The 
Essential Myth. 

OFFER 1 0,4D r RRP 1 2.95. C 1 1 1 
KINGDOM OF HAMJL dlak.. Topologlka 

OFFER 94*. C051D 
MONSTER mm Kaggisoft 

OFFER 3.96. C072C 
PHILOSOPHER'S QUUT dlak. 
Topologika 

OFFER 7,96, RRP 9.95, C1 120 
SKELVULLYN TWINE mm, Eighlh 
Day Software 

OFFER 4.50, RRP 5,50. C109C 
THE JADE STOHE mm. Martin Games 

OFFER 2,96,00500 

COMPILATIONS 

6 PACK VOL a mm. Bite 

INTO THE EAGLES NEST. BATTY. 
ACE. SHOCKWAY RIDER, INTER- 
NATIONAL KARATE, LIGHT FORCE 
OFFER 7.99. RRP 9.99. C060C 

1 GREAT GAMES II caaa/dlak 

Gramlln Graphics 

THE DUCT. MASK, AUF W1EDER- 
SEHN MONTY. SAMURAI TRILOGY, 
CONVOY RAIDER. JACK THE NIP- 
PER M IN COCONUT CAPERS, 
BASILTHE GREAT MOUSE DETEC- 
TIVE, DEATH WISH IH, THING 
BOUNCES BACK, THE FINAL MAT- 
RIX 

OFFER cms 7», RRP 9.99, C062C 
OFFER disk 11,99, RRP 14.99, 
C0S2D 

ALL-STARS Mm The Edge 
XECUTOR. INSIDE OUTING, 
BOBBY BEARING, SHADOW SKIM- 
MER. MINDSTONE, WARLOCK, 
PSYTRAXX, BRIAN BLOODAKE. 



THAT'S THE SPIRIT, STARBIKE 
OFFER 7,24. RRP 8.99, C06&C 

ARCADE FORCE FOUR mm, US Gcrfd 
GAUNTLET. ROAD RUNNER, MET- 
ROCROSS, INDIANA JONES AND 
THE TEMPLE OF DOOM 
OFFER 7.99, RRP 9.99. C063C 

BOGIE -S RICK 1 mm. Top T*n Soft- 

wn 

HERBERTS CXiMMY RUN. LITTLE 
AL, TARANTULA, BLACK HAWK 
OFFER 299, C069C 

BOOM'S PICK 4 MM, Top Tan Soft- 

ware 

DRUIDS MOON, METAL0RON6, 
SM UOGE & THE MOONIES, 
DESERT BURNER 
OFFER 2^99, C070C 

DATA EAST'S ARCADE ALLEY MM/ 

dfvlc, US Gold 

KUNG FU MASTER, BREAKTHRU, 
EXPRESS RAIDER, LAST MISSION 
OFFER mh 6.79. RRP 6.99. 00640 
OFFER disk 10.44. RRP 13.99, 
GOS40 

FOUR GREAT GAMES VOL 3 mm. 

Microvalue 

EQUINOX, KU-KU. COP-OUT. IAN 
BOTHAM'S TEST MATCH 
OFFER 3.99, C0S7C 

LIVE AMMO MM Ocaan 

ARMY MOVES. GREEN BERET, THE 
GREAT ESCAPE, RAMBO FIRST 
B LOOD PART II, TOP GUN 
DEFER 7.«. RRP 9.96. C0S7C 

KONAMI ARCADE COLLECTIOH 

c— ■ , imagine 

MiKlE, JAIL BREAK, GREEN BERET. 

YIEAR KUNG-FU II, SHAO-UN'S 

ROAD, NEMEStS, HYPER SPORTS, 

PING PONG, JACKAL, YlE AR 

KUNG-FU 

OFFER 7.9S, RRP 9.96. C0S9C 

HOW GAMES S mm. Virgin Games 
INTERNATIONAL KARATE. PRO- 
HIBITION, STREET HASSLE. KAT 
TRAP, HACKER H. REBEL 
OFFER 7.95, RRP 7,95, C08SC 

SPY VS SPY TRILOGY mm/***, 

DMabyn 

SPY VS SPT, THE ISU\ND CAPER, 

ARTIC ANTICS 

OFFER cass 7.9S. RRP9.9S, C071C 

OFFER dlak 11.96. RRP 14.95, 

C0710 
TIME S MAGICK wi/dltk. Mandarin 
Software 

LORDS OF TIME, RED MOON, THE 

PRICE OP MAGICK 

OFFER csm or disk 1 1.98 RRP 

14.95, C06BCVO 
TOR 10 COLLECTION mm. Ellis 

SABOTEUR. SABOTEUR H. SK3MA 

7, CftmCAL MASS. AIRWOLF. 

DEEP STRIKE. COMBAT LYNX, 

TURBO ESPRIT. THAMATOS 

BOMBJACK II 

OFFER 7.99, RRP 9,99. C058C 
WE ARE THE CHAMPIONS MM, 



IK+. RENEGADE, RAMPAGE, BAR- 
BARIAN, SUPER SPRINT 
OFFER 7.96. RRP B.9S, C06ZC 



BUDGET 



BRAINSTORM mm. I 

RRP 1J», C0S1C 
CflRRJS eui. Atisnus 

RRP 1.98. C OSSC 
FREEDOM FrOMTER mm. The Power 
House 

RRP 1.99, C053C 
FRONTUHE mm, Zeppelin Games 

RRP 2.99, C054C 
METAL ARMY mm. Flaws 

HRP 1.99. C084C 
POWERAMA mm. The Power Hoififfl 

RRP 14», CG82C 
SABOTAGE mm, Zeppelin Games 

RRP 2.99. COSSC 
SNOOKERBD mm, Tqp Ten 

RRP 1 .09, C079C 



BUDGET 
RANGE 

ORDER FOUR GAMES IN THE £1.98 

MNQEANQPAYFOR THREE(ESM 

PA YMmtT TOTALI -A SAVfHG OF 

£1,99! 

ORDER FOUR GAMES IN THEC2.B9 

RANGE AND PAY FOR THREE (W.97 

pAYmem totau -a saving of 

ami 

JUST FILL W THE NAME AND PUB- 
USHER OF THE FOUR GAMES 
REQUIRED AND THE PAYMENT 
TOTAL OFCS,ff?/Ca97fDOWTUSE 
THE OFFER PRICE TABLE) 



THE MEGA 
CHOICE: 

APART FROM OUR HiGHL Y RECOM- 
MENDED QAMES LIST* YOU CAN 
ORDER ANY GAME RELEASED BY 
THE MAJOR S OFTWA RE HOUSES TO 

DATE ON CASSETTE r CARTRIDQE OR 
DISK. 

OfftT OFFER PRICES ARE VALID FOR 

ANY FULL-PRICED GAMES AND 

INCLUDE FIRST CLASS POSTAGE 

AND PACKING - NO OTHER EXTRA 

CHARGES 

LOOK UP THE PRICE OF EACH GAME 

IN THE OFFER TABLE, ENTER THE 

OFFER PRICES ON THE ORDER 

COUPON, THEN ADO THEM UP, 

ORDERS FOR TITLES WHICH ARE NO 

LONGER IN CUSTRmmON WILL BE 

RETURNED. 

YOU WILL BE REGULARLY NOTIFIED 

OF ANY OELA YS CA USED BY LATE 

RELEASES. 



SOFTWARE OFFER 
PRICE TARLE 



RRP 



OFFER SAVE 



4,99 


3,99 


1.00 


5,95 


4,74 


1.20 


7,95 


6,40 


1.55 


7,99 


6.44 


1.55 


8,95 


7.20 


1.75 


899 


7.24 


1J5 


995 


7.95 


2.00 


9.99 


7.99 


2.00 


11.99 


9.99 


2.00 


12.95 


10.40 


2.55 


12.99 


10.44 


2.55 


14.95 


11.95 


3.00 


14.99 


11.99 


3.00 


19.95 


1S.95 


4.00 


19.99 


15.99 


4.00 


23.00 


18.40 


4.60 


24.95 


19.95 


5.00 


28,95 


23.15 


5.80 


29.95 


23,95 


6.00 


34,95 


27.95 


7,00 



HOW TO ORDER: 

WRITE REQWREO GAMEfS) ON 
ORDER LIST, INCLUDING MEDIA 
TYPE, COMPUTER AND ORDER CODE 
(WHERE LISTED), 
IF OFFER PRICE NOT tMDi- 
QATED.OHECKmADORREVJEWFOR 
CORRECT RECOMMENDED RETAIL 
PRICE {RRP}- 

LOOK UPSPECIAL OFFER PRICE AND 
WRITE ON ORDER FORM. 
ADD UP TOTAL AND ENCL OSE 
CHEQUE OR POSTAL ORDER OR 
ALTERNATIVELY USE ACCESSA/)SA 
FACILITY (DON'T FORGET TO INDI- 
CATE EXPIRY DATE!). 

GAMES ORDERS REQUIRE ORDER 
CODE OR MEDIA TYPE AND COM- 
PUTER, GARMENT ORDERS ORDER 
CODE OR GARMENT SIZE, HARD- 
WARE ORDERS ORDER COOE. 
INCOMPLETE ORDER FORMS WILL 
9£ RETURNED, 

PLEASE RING f08&4f 86£0 IF IN 
DOUBT! 

PRICES VALID FOR UtUMUtM/ 

EUROPE ORLY. 

FOR OVERSEAS OffOERS MBASV 

ADO £2*00 PER ITEM FORAJff MAN. 

DELIVERY 

DELIVERY: 

NOT ALL LISTED PRODUCTS WILL 

HAVE BEEN RELEASED AT PRESS 

TIME. 

GOODS WILL BE DESPATCHED AS 

SOON AS POSSIBLE. CUSTOMERS 

WiLL BE INFORMED OF ANY LONG 

DELAYS. 



J\ 



DARK SIDE 




S SUBS OFFER 

S 

s 

s 

s 



DRILLER 



THE BEST INCENTIVE YET . . . 

We are using the latest Freestone technique to 
convert all you casual CRASH readers Into full- 
blown CRASH subscribers. Yes, we are offering 
you a free INCENTIVE Frees cape game if you take 
out a twelve months subscription to CRASH. Not 



only will you be experiencing twelve excellent 
Issues of full-blooded Spectrum entertainment, 
but you will be able to indulge yourself In Incen- 
tive's latest Freescape release, DARK SIDE, or, 
just In case you've missed out, Incentive's first 
Freescape release, DRILLER. Subscribe now and 
we'll send your Spectrum into a new dimension: 



BACK NUMBERS 



Ey &t:C 



Na*A*r(f1M4 

Sinclair taJks to CRASH! Stock light Rifle! 
Run tt Again: Missile command games? 
CFlASHftormaire resuttal 

M*4lhv1M4 

The QuM amused! The fabled ZX Micro- 
drive appears! Run II Again: Pango gamasl 
Graphics utittUee! Living Girt*: 
boanlgamee, simulations, strategy, Bdveo- 

turel 

MolTAmlMB 

Denton Designs! Sinclair Story 3! Map* 
KrwgW Lore. Underwuridel Leonardo 
graphics! Oatel sound samplerf Artist: David 
n atpt 

Ho *e Jv*r -sea* 

Gremin Graphics proMe! Artist: Bob Wa»»- 
lia' Map: Gyron Atrium! 

He ft Imart 1— 

CRL profile' OAposlaf ! Round-up o* Basic 

compilers! 1 Artist Rich Shennef 01 Maps; 
Dynamite Dan, Shadowfire! 

Ho 20 September IMS 

electronic Pencil Company profile! Maps' 
Alien &, Dun Darach! 

HotlQc l ihi r lfO 

HotogreJbf profile! Holograms! Map: Nodes 
Of Yasod! 1 PiaWnum Productions profilo* 

He 22 November 1 0M 

Fanzine Rte! Microdrive tips! Artist: Susan 
Rowel Fantasy gamesbooks! 

NeUOMtmktrltU 

Melbourne House! Computer crBphfca! Art- 
:■■■ Dave D es sert 



BACKISSUES*BACKISSUES*BL~ 

BACKISSUES*BACKISSUES*BMSl 

BACKISSUES*BACKISSUES*BA<ISl 



M»«XmMfW»tl 

Artist Oliver Freyl Gargoyle Games profltel 
Lloyd's Lookback! Hewson profile" 

*o 28 February 1B04 

Dwell profitel Microsphere! FORTH and 
extensions to ZX BASIC? 

Ho M Man* 1«W 

St Bride's oroflte! Spectrum 12SP Mtcronef 
aOQIMuPtrfacel! 

He tr April itet 

Pteying Tips aMppfamerti Mel Croucher! 
imagine profllel PBM convention! 

Ho 24 Mary 1988 

Fanzines! Martech profitef Composite Video 

Interfacel SpeeDnim] 

ftoaa Jun«ia«a 

First PBM MaHbodd Homegrown -software! 
Realtime profitol Maps: Cyhj r Sir Fred, 
Saboteur. Tarrtaiusl 

HottiMylBM 

Birth Of AGamrtLaswGeniufil Maps: Tan- 
talus, Movie! 

HoSf Au*usttSM 

Software Projects! Word ProcassaTgJ Maps: 

Pentagram, Heavy On The Megick! 

No 3« September 1AM 

Programmer; Dave Perry! GAG! Maps: 
Core, Ghosts 'n ' Goblins, Bobby Bearing! 
Echo Syntheslzert 

It* *S October 1t*e 

Programmers: Jon Rfjrnan, Coate Panayil 
Maps; Dan Dare, Cauldron ill SpecOrum- 

Randfl 



Programmer: Don Priestley i Genesis 
Update! Maps, Dynamite Dan II, Equinox, 
Universal Herol Music Machine? 

NtMD*MnHWlMft 

SMj O n ei Can Ma ^eornputn Advartit 

Ingl Maps: Gfider Rider, Thrust, UgryrtOrce! 
MIDI' 

He m Xbh taaavaT 

Lloyd's Lookback! Spectrum Music? Maps: 
Soooby Doo, Heartland, Druid! 

Ho 37 February 1M? 

JohnRichardson, Jotmanf CRASH Review- 
ers reveaJecll Match Day Cheftenga! Maps: 
Fair§grit H r Firelord, Avenger, Dandyl 

Ho 3« March 1W7 

Fanzines* Designer. Berrwe Drurnmonri! 
Maps: Cobra, ImpossabaJI, Uricfeum? MIDI? 

H«WAaw1l1f«r 

Arcades Update? The zm Programmer 
Steve Taylor! Maps: Nosferaiu, Double 
T^o, Future Knight. Feudl 

HeaoMetriaiiT 

Terminal Man returns! Playing Tips supple- 
ment! Maps: Short Grcurt, Antinad, Con- 
quest, Into The Eagle's Nest, Sceptre Of 
Bagdad, Dregon'sLalr II, Thrust If, Fat Worm 
Blows ASparky, Tarzen, Aliens? 

P*o 41 June 1*87 

Programmer Mike Slnglatonf fnpustry 
Todayl Adventure Trail supplement! Maps: 
Saboteur II, Head Over Heels! Muttitrackersf 
128 Bugs! 



Ho4*Jar*ia«7 

1 6-page OINK! pga-out_" living Dey&ghts 
film FXi Programmer Pete Cookal Maps: 
Aut WterJersehn Monty, Hydrotaol, Ras- 
Maoanj 



No43AupuetlM7 

The +3 arrives! Run ft Again runs the 
Gauntlet clones 1 Big trouble at THE BUG! 
CflASHtfOnraire results? CflL's 3D 
Gamematcerl Maps: EnrJuro Racer. Rash 
Gordonl 



Programmer DavKf Aubreyskmes on 
Mercenary! The Sega Master System! b 
Homegrown Sortwa/o HeaHhy?l Tech TSpft: 
that Swrft Disci Maps; Vamp>re, The Curse 
Or Sherwoo* Tips galore for Kihed Urttf 
Deadl 

Ho 4* Octobar 1»B7 

Run it Agam; the kick-'em-ups! The CRASH 
History Part Qnef fn The Arcadesl The 
Budget Boooooomi How starsarebom: set- 
ling yourgame! Maps: Game Over, Wonder 
Boyl 

He *t Ho w e awj ei tMT 
' B-page 30 section and glasses! The 
CRASH History Part Twol News from tt» 
PCWShow? Graphics and Sound SpeeJa*- 
ests! Maps: Exolon, Panzadrome, Mulantsl 

He 4T Oece#r>tjei 10(7 

te-page Judge Death puis-out! 2O0OAD's 
Odysseyl Every Tie-In Ever Made! Run K 
Again: Thoea flscthB Games; The Christmas 
LiSti Maps; Indiana Jones, Oizzyi 







I want to subscribe to 1 2 issues of CRASH and receive 
my free Incentive Freescape cassette. 
If I've already got a CRASH subscription, and H Is run- 
ning out soon I extend It for a further twelve issues -and 
still get a free Incentive Freescape cassette. 
If I am a current subscriber, but do not wish to extend 
my subscription, I can still get an Incentive Freescape 
cassette for an amazing E6,99 - a special subscribers 
discount price. 

Please tick the appropriate box: 

□ I enclose £18.00 for a new CRASH subscription 
mainland UK 

□ I enclose £25.00 for a new CRASH subscription out- 
side mainland UK - surface mall 

□ I enclose £38,00 for a new CRASH subscription out- 
side Europe - Air mall 

□ J enclose £6.99 for the special subscriber cassette 
offer. 

I am a new subscriber 
I am an existing subscriber, My subscription 
number Is 



ORDER FORM 



The Special Software Discount Offer Prices only apply to 
recommended retail prices for software, not to already high- 
lighted, discounted special offers, hardware and other 
goodies, No other discounts may be applied. 



CGor 



i i i i i i i 



Pfease extend my subscription starting with issue 
No; 



□ 



Please send me; 

BDARK SIDE 
DRILLER 



EARLY WARNING: 



If you wish your sub to commence with Issue 56, we 
must receive your coupon no later than 3rd August 
1988. 

Please allow 28 days for your free gift. 



BAC.<tSSUES*BACKISSUES*BACKISSUES*BACK!$ 

BAO<lSSUES*BACKISSUES*BACKISSUES*BACKIS 

1SUES*BACKISSUES*BACKISSUES*BACKIS, 

M»81A#rtlfSSS 

The Best Of British - Ultimate! Strategy 
Special! Run tt Again - the worki of 3D 
games! Mope: Dark Sesplre, Platoon (levels 
2 & 3)1 More MIDI I 

M* mbytes* 

Ail the Arcade action! Compilation neuvsr 
Nick Roberts' Playing Tips Special! Fafeut- 
otiS FanzmesT CRASH Comms - Enter the 
foyer of Hotel Cartifomia' 

HassjwHiiesa 

tfi-p^^ C^-ops supplement? Miwoprose 
revealadt Cecca'slog* Maps; Inside Outirm. 
KMgfrtmsre! CP/W Emancipation! 



ITEM 



MEDIA PRICE 



TOTAL 

SUBS TOTAL 
BACKISSUES TOTAL 
ORDER TOTAL 



■ tW7/N (January 1*88) 

PuH-OUt pocbrl Arcade Aciion! The CRASH 
Htetory Part Three & Four! Lloyd Maftgrsm's 
LoottwcMl he CRASH raaarfl QataaTc 
Bed VWth CRASH) CRUNCH - The CRASH 
Fanzine! A second helping of 3D! Maps: 
Yogi Bear, Mercenary, Tat-Panf 

Hn*9 Faoruaryiese 

LaveJSpfOfikBl Last Part of CRASH History! 
Frying Tonight - BrWsh Airways' flight 
simulators' Maps: Wtzbali. Thucdercate, 
Athens' 

Ma SO Man* UN 

16-pagp Taoh f*che supplement locuslng 
on hardware and utttles! Write four Own 
Adventures - GAC versus PAW! FanKirw 
Fife! Maps: Platoon , Andy Capp Handy, 
Gerfietd. Drfllw! 

NORMAL SACK ISSUES El -4ft flncfuirv* PSP1 
XMAS ISSUES E2.15 |lnclu«lv* PUP) 

OVERSEAS PLEASE ADO £©,*» TO 
kfJOHf PfJBSS 



MY COMPUTER iSs 

Please use BLOCK CAPITALS 



3 



Name 



Postcode 



Please nake? crteques/postal orders payable to CRASH It Is test to avoid sen- 
thnd cash payments. Please DO NOT enclose ANY order with maR to the 
KXTOfiiAL ssde of the magazine as this at* result In DELAYS! Send your orders 
totheerjdtessoelow. 



Moal,ftafHia-ier 
•onryr 



r o*rt of stock. 



X 



SPECIAL QUAmTTV DISCOUNT: 
Order POUfi Iksuw and pay for THREE. 



Pfe«M supply thefoftowtrifl ■ACKMJMMPIS (Circle required 

3 4 17 18 19 20 21 
22 23 24 25 26 27 28 
29 30 31 32 33 34 35 
36 37 38 39 40 41 42 
43 44 45 46 47 48 49 
50 51 52 53 



□ lertctoseacriequs/p.o, forC 

□ i wish. to pay by VISA/ACCESS (Delete as appropriate) 
Please debit my MSA/ACCESS ACCOUNT % 
Ptease charge my account No: 



BfeirypafiB 



x^im 



Signaju/e 





SEND THIS FORM TO: 

CRASH HYPERMARKET, PC BOX 20, 

LUDLOW, SHROPSHIRE SY6 1DB 




Move over BROTHERS!!! Make way for ... 




r m 



• i 



»*- 



"This is 

one of the most 

addictive arcade adventured 

I have ever played, the gameplay is 

fabulous." 

Zzap Gold Medai. 

"Having been totally addicted to the 

original Super Mario Bros., It Is no 

mean feat to say that I found 

the Glana Sisters as 

compulsive. 

€+ MQ. 



Where 

one famous 

double act stopped short, 

another begins. Headbutts and 

demons, platforms and pits — all 

delivered with a glamour and style 

that neatly disguises the cunning 

tricks and tantalising terrors 

of a couple of wild 

cats. 




TERRIBLE 
TWOSOME WHO'LL 
STOP AT NOTHING TO SEND 
YOU OUT OF YOUR MIND 






£V^ ] - 




CBN 647128 - £9.99t, £11.99d 
Amstrad - £9.99t, £l4.99d 
Spectrum -£8,99t, +3 £11.99d 
Atari ST -£19.99d 
Amiga -£24.99d 



** Arts 



QOt nvtiim Holdings Ltd,, a dhtelon of CA Gold Ltd. 
Unita 2/3 Holford Way, floiford, fHrtnJngh.ro 86 7«L Telt Oil 3S8 3388 



ROADBLASTERS 



Producer: US Gold 
Retail price: £8.99 
Authors: DJL Software 

Fresh from the arcades, the 
rubber-burning Atari coin- 
op has reached the 
Spectrum, courtesy of DJL 
software and US Gold. Set in the 
distant future, Roadblasters puts 
the player in the driving seat of a 
high performance, heavily 
armoured car. 
The player controls the car, 




IphilI 



J NICK I 



* Another fantastic arcade 
machine comes to the 
Spectrum, But is 

RoadtHasters just a repetition 
of other failed arcade 
conversions? Well, it almost 
has the speed, colour and 
excitement of the arcade 
machine and It is VERY 
addictive. The graphics are 
similar to Nigel Manseli's 
Grand Prix, with a detailed 
main car and background, 
but with the added attraction 
of the extra weapons. Each 
level has a beautifully unique 
backdrop, which smoothly 
scrolls in the background. 
There's a good mixture of 
simulation and shoot- 'em-up 
but a bit mora colour in the 
explosions - not just green - 
would have been welcome. 
Not exactly the arcade 
machine, but addictive and 
playable. " 

83% 



T Watch those instruments, the 



" The popular coin-op has at 
last made it to the Spectrum. 
Car racing games are two a 
penny, but the inclusion of 
weapons in Roadblasters 
helps to make it more 
Interesting than most. The 
game plays rather like a 3-D 
version of Spy Hunter, with 
your car speeding down the 
track and blasting the 
enemies. The collection of 
extra weaponry as progress 
is made Is also reminiscent 
of this ageing game: instead 
of a lorry delivering it, a Jet 
drops it from overhead. The 
graphics are rather Wand - 
the monochromatic track 
scrolls f airfy smoothly till you 
come to a bend, when 
everything gets quite jerky. 
The car itself is well-drawn 
but as the wheels donl 
appear to move, it seems to 
float down the highway. The 
landscape in the distance 
scrolls very smoothly and 
contributes to the sense of 
speed. Despite the mostly 
Wand presentation, roaring 
down the freeway Wasting 
other cars out of the way Is 
stiangeh/aatiafying and, with 
fifty levels of action, you 
certainly get good value for 
money. * r 

■Ufa 



A If you can't beat 'em, BLAST 'EM! 



burning up the miles through fifty 
levels of ever-changing scenery. 
The track is shown in vanishing 
point perspective and, as the car 
next fuel stop is miles away. 



negotiates the many twists and 
turns, a distant landscape scrolls 
around on the horizon. If the car 
veers off the side of the road into 
one of the many trees and rocks, it 
disintegrates in a massive 
explosion. 

Racing down the freeway is only 
half the game: many deadly 
enemies are lurking on the track. 
These include the heavily 
armoured command cars, sleek 
fast stingers and erratic rat jeeps 
which allstalk the highway, trvinq 
to blast the player's car into 
oblivion. As wsfj as these moving 
enemies, the racetrack is littered 
with deadly mines and missile 
firing gun turrets positioned at the 
roadside. 

The car starts off with a standard 
laser cannon to blast his enemies 
in the futuristic car chase. As 
progress is made, a friendly jet 
appears overhead and drops 
useful extra weaponry such as 
cruise missiles, a nitro-injjector 
and electronic shields - useful for 
those tricky moments on the 
highway, 

Zooming through the 
countryside really burns up fuel 
and this machine is a real gas 
guzzler. Fortunately, scattered 
around the track are red and green 
gas globes which can be collected 



for fuel. 

If the car reaches the end of a 
track (signified by a chequered 
piece of road) before running out 
of fuel, the player can progress 
onto the next of fifty tevefs to 
continue his or her roadblasting 
exploits in another part of the 
racing world. 



Jkati L 




" Roadblasters is such a 
fantastic arcade game, that 
any home conversion Is 
bound to be a bit of a 
disappointment. Although 
US Gold have gone a long 
way towards recreating the 
atmosphere of the original, 
the game just lacks that extra 
graphical edge. There's 
plenty to keep you occupied 
ae you go roaring down the 
highway, blasting enemies, 
guzzling petrol and picking 
up extra equipment pods. 
The vehicle doesn't exactly 
seem like it's breaking the 
speed limit but the frantic 
track action soon takes you 
mind off that Obviously It 
would be impossible to 
recreate the breath-taking 
action of the original, but one 
or two more explosions 
wouldn't have gone amiss. 
Unlike its the arcade 
counterpart, Roadblasters 
the computer game doesn't 
quite stand head and 
shoulders above the crowd - 
but at least you'll be playing 
this for longer than Out Run. 
14% 



r-JcOMMENTsL 

Joysticks: Cursor, Kempston, 

Sinclair 

Graphics: detailed cars 

against a mostly 

monochromatic backdrop 

Sound: catchy title 128K tune 

with roaring in-game sound 

effects 

General rating: initially 

enjoyable and exciting 

gameplay, with long-lasting 

addictiveness 



Presentation 

Graphics 

Payability 

Addictive qualities 84% 

OVERALL 
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BATTLE SHIPS 



Producer: Encore 
Retail price: £1.99 
Author: Keith Burkhill 

Previously released only on a 
compilation. Elite's Battle 
Ships is now available at a 
budget price. 

Just as ir> the traditional game, 
each player has a fleet of six ships 
(of varying size) which are placed 
on a twenty-by-twenty box map. 
Battle is ready to commence. 

You fire shots at squares 
(targets) on the map, hoping to hit 
enemy ships. On selection of the 
last target, the screen switches to 
a graphical representation of the 
enemy fleet at sea. Missiles are 
automatically fired from the 
player's ship as aircraft fly 
overhead. A direct hit appears as a 
red square on the map. 

Players take turns to fire till an 
entire fleet is sunk and the winner 
rejoices in a victory sail past. 



CRITICISM 



l 



% " Battle Ships is basically just 
the same as the pencil 3 n' paper 
game. The graphical display of the 
action is purely decorative, 
although it enhances the 
atmosphere of the battle. 
Unfortunately, the computer 
opponent is extremely easy to 



beat and there are no skill levels, 
so to get the best out of the game 
two players are needed. The 
presentation is excellent with well- 
drawn ships and an impressive 
title screen. If you're looking for a 
game with depth then this isn't it— 
but as a simple and pretty version 
of the classic game, Battle Ships 
works well and is definitely worth a 
look. " 
WiL 74% 



▼ Everything stops for tea 




A A hit a very palpable hit 



• " Hooray! My favourite 
boardgame on the Spectrum 
(well I've got the electronic 
version actually). Battle Ships is 



IKIimilNMIm 






^pr 



READY STEADY GO 



Producer: Alternative Software 
Retail price: £1.99 



Do you want to get fit? Well, 
slump down in your 
favourite armchair and 
prepare to give your trigger finger 
a good workout. There are four 



Misjudging the hurdles results in 
the loss of valuable time. 

▼ Mr and Mrs Splodge are 
taking their daily walk 




canoe is the result. 

Back on to the three-laned track 
for 12 laps of cycling. You can 
change lanes at will, as long as 
your opponent isn't occupying it. 
Careful use of the lanes ensures a 
safe and speedy victory. 

Ever fancied being a top class 
goalie? The fourth event puts you 
in goal facing a determined 
opponent who tries to score ten 
penalty shots. 



CRITICISM 



j 



events for one or two players: track 
hurdling, canoeing, cycling, and 
penalty saving. 

In the first event the competitor 
must complete five laps of & race 
track within the imposed time limit, 
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On to the canoeing. The 

objective here is to row four 
lengths against the clock. There 
are two types of rock and the 
current to contend with. Fail to 
take sufficient care and a holed 



# " Mypoor fingers! Remember 
Daley Thompson's Decathlon all 
those years ago? You had to wear 
out your Spectrum membrane to 
complete one level. Well, multiply 
the frustration of that by ten, and 
you could be getting close to 
Ready Steaoy Go. Trie control 
method is appalling, the graphics 
are basic and there is hardly any 
sound at all. If that isn't enough to 
put you off, then this will - it takes 
what seems like five minutes for 
the computer to recognise that 
you've pressed start and it's 
almost impossible to qualify. Don't 
buy this unless you have super- 
hydraulic fingers and a very nigh 
level of patience. " 
NICK 00% 



aim excellent boardgame 
conversion, but it does play 
slightly differently from the 
original. Instead of taking one 
shot and waiting for the 
opposition to make their move, 
you have multiple shots at the 
enemy. This new system makes 
the game faster and more 
addictive as you can watch your 
opponent's ships blowing up, 
without worrying about which of 
yours they're going to hit all the 
time. The graphics are detailed 
and show all the different ships 
in all their stages of 
decomposition. It's a pity that 
there's no tune and only the odd 
sound effect when a ship takes 
a hit, but even without them 
Battle Ships remains a favourite. 
Thoroughly addictive. " 
mK bi% 



COMMENTS 



7 



Joysticks: Kempston, Sinclair 

Graphics: detailed and 

atmospheric 

Sound: sparse firing effects 

Options: definable keys. One or 

two players plus multi-player 

tournament 

General rating: even more fun 

than the pencil' n'paper version 



Presentation 79% 

Graphics 68% 
Play ability 

Addictive qualities 78% 

OVERALL 78% 



9 " Watching stick-like sprites 
hobbling around badly drawn 
backgrounds isn't my idea of 
fun. Gameplay is just as 
primitive as the graphics; any 
interest I might have had was 
immediately crushed. After half 
an hour of bashing away on the 
keyboard, I came away with 
painful fingers, and a throat sore 
from shouting at my wobbly 
character sprite as he huffed 
and puffed his way around the 
screen, ff you're a sports fan, 
stick to some other simulation 
of your favourite games. " 
MARK 19% 



COMMENTS 



l 






Joysticks: Kempston, Sinclair 

Graphics: stick men, primitive 

backdrops 

Sound: none 

General rating: a very basic 

joystick-waggling game with no 



Presentation 




Graphics 


8% 


Play ability 


11% 


Addictive qualities 


8% 


OVERALL 


13% 



STUNT BIKE 



ULATOR 



Producer: Silverbird 
Retail price; £1.99 
Author: D White 

Ace stunt man, Chad Adams, 
has set himself a number of 
tasks to show that he is the 
best in the world. His speciality is 
performing daring feats on a stunt 
motoirbike. 

The player must guide Chad 
through five levels of dangerous 
stunts, ail of which involve 
controlling his bike and avoiding 
obstacles in the horizontally 
scrolling road. The player's 
starting score is reduced by hitting 
obstacles and the passage of time. 
Unless a stage is completed 
before this score drops to nil r the 
player loses one of his three fives. 

Chad starts the first level in his 
hang-glider, flying above the road. 
The player controls the riderless 
bike, weaving it between 
obstacles till the opportunity 
arises to drop Chad onto it. Next 
it's on to the log jump. As well as 
avoiding static obstacles, he must 
bunny hop logs which roll towards 
him. 

Level three contains even more 
danger as Chad attempts to leap 
off his bike through hoops of fire. If 
he fails to jump at the right time. 



the fire will bum him, reducing his 
score and wasting valuable time. 

Chad's next feat involves riding 
his bike up a ramp into the back of 
a moving lorn/. 

The final task is to jump from his 
bike and catch the hanger 
suspended from a moving 
helicopter. H he achieves all this, 
Chad wi II have proved that he's the 
best in the business. 



▼ Attack of the killer 
sausage! 



L 



CRITICISM 



1 



9 " Although Stunt Bike Simulator 
contains five levels, they all take 
olace on an identical scrolling road 
with nothing but a change in 
oackdrop. The bike itself is very 
simply animated and the scrolling 
is extremely jerky - one character 
block at a time. The first level is 
soon mastered, although how 
Chad manages to steer his stunt 
bike when he's up in the hang- 
glider I'll never know! Both the 




second and third levels are initially 
difficult to master, while the final 
levels are comparatively easy. 
Such a hotchpotch of difficult and 
very easy parts soon toses its 



57% 



mi 



# " The graphics are blacky and 
most barely resemble the 
objects they are supposed to 
depict (the helicopter looks like 
a large airborne blob). Stunt Bike 
Simulator will keep most 
purchasers busy for the first 
couple of hours or so but I can't 
see ft having much long term 
appeal. n 
IMJIK 53% 



COMMENTS 



j 



Joysticks: Kempston 

Graphics: jerky, blocky and 

awkward 

Sound; limited to basic spot 

effects 

General rating: an uninspired 

simulator that won't breathe life 

into more than a few hours of play 



Presentation 

Graphics 

Payability 

Addictive qualities 

OVERALL 55 



OCTAN 



i 



Producer: Silverbird 
Retail price: £2.99 
Author: Robert GUI 

When the demons of Octan 
were destroyed, 

everyone rejoiced at the 
demise of the most cruel and evil 
rulers the universe had ever 
known. Unfortunately, one of them 
escaped destruction, and plans to 
destroy all sentient life- A brave 



young pilot is charged with the 
mission to travel the eight planes 
of the planet and destroy this evil 
threat 

As your craft journeys over the 
vertically scrolling landscape, the 
demon's henchmen make their 
presence felt. These are dealt with 
by a swift jab on the laser button 
while inanimate obstacles need to 
be exploded by missiles. 
▼ Satisfying, but room for 
improvement 




Shooting silos reveals lettered 
icons. When collected, these 
endow your craft with extra 
weapons, points and bonus lives. 

At the end of each level you 
encounter one of the demon's 
mammoth servants. Survive to the 
end of the eighth stage and you 
meet the Demon of Octan himself. 



L 



CRITICISM 



1 



# " Mediocrity is the name of this 
very average, shoot-'em-up from 
Firebird's budget label. Silverbird. 
Tedium begins to set in almost as 
soon as you start playing. The 
demonic minions swarming 
around the player's craft are well- 
drawn, but the turgid control 
method, coupled with the slow 
rate of fire, soon kills any 
enthusiasm that might be lurking 
at the back of your mind. The 
budget sector of the market has 
come up with some great games. 
Unfortunately for Joe Public, this 
isn't one of them. " 

MARK 40% 

• " Despite its rather bland 
name, Octan turns out to be a 
fairly good quality, smoothly- 
scrolling shoot-'em-up. The 
green background is rather 
garish with a particularly nasty 
pattern of rectangles that looks 
like a very naff brand of 



wallpaper. Gameplay is 
reminiscent of Xevious but the 
extra bonus icon feature 
demands thoughtful play rather 
then pure mindless violence. 
The caterpillar-like aliens at the 
end of each level are neat, but 
the feat and furious action gets 
repetitive after a while, Shoot- 
'em-up fans looking for some 
cheap fun should enjoy It. " 
PWL 11% 



COMMENTS 



l 



Joysticks; Kempston 
Graphics: unexceptional 
monochrome 

Sound: mostly spot effects 
Options! definable keyboard 
General rating: a standard quality 
shoot-'em-up at a cheap and 
cheerful price 




Presentation 


58% 


Graphics 


60% 


Playabilrty 


58% 


Addictive qualities 


54% 


OVERALL 


51% 
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EUROPEAN 5-A-SIDE 




] 



Producer: Silverbird 
Retail price: £1.99 
Author: Timothy Closs 

After watching England's 
performance in the 
European Championships 
recently, you might think you could 
do better yourself, Timothy Closs, 
programmer of the CRASH 
Smashes / Ball and / Ball 2. now 
gives you the opportunity to play 
European S-A-Side, 

The match is played on an 
aerially viewed, vertically scrolling 
pitch surrounded by a barrier 
against which you can bounce the 
ball to pass an opponent. 

You always control the player 
nearest to the ball; highlighted by 
a flashing arrow. Dribbling is 
automatic and tackling is achieved 
by colliding with the player in 
possession. You can kick along 
the ground or into the air. The bail's 
size gives an indication of its 
height, 

the goalkeeper can only be 
controlled when the ball goes 
inside the sixyard box. He can dive 
left or right and, if he makes 
contact with the ball, immediately 
lobs it up the field. 




▲ Goal? 



L 



CRITICISM 



1 



• " I couldn't believe it when I 
heard that Timothy Closs had 
written a football game, but the 
first thing that strikes you about 
the presentation of European 5-A- 
Side is its similarity to the superb / 
Ball games. There's even the same 
use of digitised speech which, 



unfortunately, isn't quite as clear. 
The overhead view is certainly a 
new angle to football games, 
though the players move quite 
stowly, especially when there are 
several on the screen. The real 
disappointment is that the 
computer team is so easy to beat 
and presents no challenge 
whatsoever. The only redeeming 
feature is the two-player mode 
which should Increase the 
testability of the game. European 



ROGUE 




Producer; Mastertronic 
Retail price: £2.99 
Authors: Icon Design 

The fabied Amulet of Yendor 
is hidden deep in the 
dreaded Dungeons of 
Doom. Many adventurers have 
attempted to find it but none have 
returned. Their rotting bones lie 
alongside their possessions in the 
V Another explorer bites the dust 



dark domain of dangerous animals 
and monsters. 

On entering a level of this multi- 
level dungeon you can only see 
what's immediately around you. 
As you explore the rooms and 
corridors, a map of the level is built 
up. 

Hostile monsters lurk in the 
darkness, waiting to attack. 
Fortunately, the hero carries a 
mace and a bow and arrow. An 




icon selection system allows these 
and other collected items (magic 
potions, scrolls etc) to be used. 
Four extra commands allowyouto 
move up and down stairs, search 
rooms and rest, 



CRITICISM 



l 



• " From the title and the cover 
picture, (why the bikini-clad 
woman?), I expected the usual 
budget-style arcade adventure. 
Actually, Rogue is a very rare 
attempt at a Dungeons And 
Dragons game. With such a variety 
of objects and weapons available, 
there is a fair amount of strategy 
involved in working out what to 
use, and when to use it. Progress 
through the dungeon Is quite easy 

- even with the many varied 
monsters and animals around. The 
graphics aren't exactly brilliant - 
just one block characters moving 
through an even biockier dungeon 

- although they do improve when 
magnified. There's one minor 
drawback, though: occasionally 
you can get stuck on a level with 
no exit and are forced to quit the 
game. Despite this, Rogue makes 
a refreshing change from our usual 
diet of shoot- 'em-ups and arcade 
adventures. " 

PW. 83% 

• " Despite its simplistic and 



5-A-Side is not in the same league 
as Match Day H but at the price it's 
not too bad and should appeal 
more to younger football fans. " 
PHU 88% 

# '* I have never been overly 
fond of football games, and 
European 5-A-Side has done 
absolutely nothing to change 
this opinion. Graphically the 
game has some nice touches - 
especially the bird's eye view of 
the pitch. But sadly, the whole 
game Is far too easy to play, " 
•UUK «% 



COMMENTS 



1 



Joysticks: Kempston, Sinclair 

Graphics: smoothly animated, 

monochromatic sprites 

Sound: snappy titletune plus spot 

effects and the odd piece of 

digitised speech 

Options: one or two players, 

choice of pitch colour and match 

duration 

General rating: not a bad little 

football game, even better with a 

friend . . . 



Presentation 66% 

Graphics 71% 

Payability 57% 

Addictive qualities 54% 

OVERALL 56% 



occasionally blocky graphics, 
Rogue Is a brave and rather 
playable attempt at a Dungeons 
And Dragons type of game. As a 
fair amount of strategy Is 
involved, especially when things 
get tricky, it means that your 
brain is used for a change. Don't 
worry though, your trigger 
finger needn't feel left out as the 
meanies that roam the many 
levels of the dungeons are pretty 
tough to beat (what on earth Is 
an emu doing in a dungeon?), 
Take a look, if you like this sort 
of exploration game: Rogue 
should keep you amused for 
quite a while. " 
HUNK 83% 



COMMENTS 



1 



Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: basic and blocky 
Sound: blip, bleep, blip etc 
Options: load/save game 
General rating: an interesting 
stab at a computerised version of 
a Dungeons And Dragons style 
game 



Presentation 45% 

Graphics 35% 

Payability 68% 

Addictive qualities 62% 

OVERALL 63% 
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Producer: Cult 
Retail price: £1.99 
Author: Nick Flamming 

Kemshu is set on a square 
board that is split into 1 00 
multi-coloured squares. 
Trie objective is to change all the 
colours on the board to a single 
target colour, indicated at the right 
of the screen. 

Using a cursor, squares can be 
moved across the board in rows. 
Four blocks of the target colour 
need to be placed around a 
differently coloured block to 
transform it. 

Changing the colour of all the 
squares within the given time limit 
gains access to the next level, A 
status box to the right of the 
screen shows the present score, 
the percentage of screen area 
covered, time limit and the target 
colour. 



CRITICISM 



j 



• " Brainstorm (90%, Issue 52) 
almost drove me up the wall with 
its simple but addictive gamepfay. 



Kemshu has similarly tied my brain 
into knots. The graphics are simple 
but effective (you can't go far 
wrong with a screen full of 
coloured blocks) but sound is 
sadly missing - a cheerfuJ tune 
would have gone down welt. 
Control is easy to master, so you 



don't spend hours rifling through 
bedsheet-sized instruction 

manuals. The saved time can be 
put to good use puzzling over the 
best way to solve the game. 
Overall Kemshu, although not 
quite in the Brainstorm league, is a 
simple strategy game definitely 
worth the £1 ,99 price tag, " 



• " Puzzle games seem to be 
few and far between - if a nice 
to see that software houses 



▼ This may be a very attractive patchwork quitt, but it's not going 
to win any points 




haven't abandoned the genre 
completely. The idea behind 
Kemshu Is very simple but play 
gets quite difficult on the higher 
levels, if time is running out, the 
action can become quite frantic. 
The game involves quick 
thinking rather than complex 
strategy. As you try desperately 
to complete each level, success 
often depends more on lucky 
reactions. As every round 
involves exactly the same type 
of basic strategy (only the 
decreasing time limits add 
variety), gamepfay does get 
repetitive after a while. Kemshu 
lacks the variety of a game such 
as Brainstorm but it is very 
playable in the short term. " 
Wi. 77% 



COMMENTS 



I 



Joysticks: Kempston. Sinclair 
Graphics; bright and functional 
Sound: none 

Options: definable keyboard 
General rating: initially addictive, 
it's not likely to keep a storm raging 
in your brain for long 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 



WORLDWIDE SOFTWARE 

t Bridge Street 

Galashiels 

TD11SW 

Tat: OK* 57004 

{24 hours) 

LOW PRICES 






WORLDWIDE 



SOFTWARE 



speemm +3 mat software 

«3 Adventures T2& 

Action Force ll 10.65 

Airboume Rang* 1 1Q.&5 

Alien Syndrome .,„„. 10.8S 

AHsmafrVB Wodd Games „ 9-45 

SanteTate 11.99 

Beyond the tee Palace 9.QQ 

Btonic Commandos ,,.„,., 10.86 

Blood Brothers .... 0,46 

Brian Oougn's Football ...9.45 

Carter Command 11.45 

Colossus Chess 4 10,85 

Daley Thompson 88 10J3S 

Dark Side „.., .,...., 10.85 

MUM Scrabble 11,95 

Oesowof 9,45 

Dream Warrior „.„.. 9.45 

Eddie Edwards Super Ski . 0.45 
Empire Stokes Back ...„„ 10,85 

Fire&Frjrget -10.96 

Firefly 10.85 

Football Manager II „ 10.85 

Games Wrrtef Edition 10.85 

Garfield , 10.85 

Gary Linekers Sup Skills 9.45 

©real Giana Sisters 9,45 

GuerittaWar* 10.45 

Guild of Thieves .... 11,95 

Gunship ..... 9.46 

Hercules „ 9.45 

Hopping Mad 9,45 

Ikan Wantora 9,46 

Jlfwdw 11.96 

Knight Ore ...... 14.95 

+3 Business and IMHttes 

Hteoft C .... 24,95 

HtsaftDevpac .,. 14.9S 

Htoofl Pascal „„„ .„ Z7.B5 

M»atBrii*aplu6 3 24.96 

Profession* Adventure Writer 20.96 

Taa-Skjn Plus, 3 .,,.. 14.95 

Tas-Spolt Rua 3 , „ 14.96 

Tasca»cP>us3 14,95 

Taaprlnt Plue 3 14.95 

TaawidePluaS , 7,25 

Tesword Pius 3 14,95 



SPECTRUM CASSETTE 

Action Force II 656 

Airooume Ranger 7,25 

Alien Syndrome , .,,...6,56 

AH Stars .,..,,,,,655 

Bards Tale 7,55 

BatitefwkJ Germany 9.75 

BtofWc Ckwrnrnanoos 655 

Btaod Brother* 5.9S 

Buggy Boy 5.95 

Camei Command ,„ . 10.85 

Charfie Chaplain ,,.,,, ,,..655 

Chubby Gristie ...,.,,..,„,,.,„ 8,56 

Colossus Chess 4 ....... fM 

Corporation 7 25 

Crosswizs ,„..,. 5,86 

CytowfcnlgMs 5.96 

Cytwrnoid 5.95 

Daley Thompson 89 .., 7.25 

Darfcakfe 6,55 

Deluxe Scrabble tl.95 



SPECTRUM cAssem 
Ht-flise Scaffold cons kit 8.55 

ikari Warriors 5.95 

impossible Misston it ...6.55 

Kamov , „..,.., 7,25 

Knight Ore ....,..„.,„ .,,. 10.95 

Konaml Arcade CoUaction 7.25 

LattNliiialJ 9.45 

LrveArnmo ., .... 7.25 

Magnetron .„..-,. 5.95 

Magnrhcerri Seven . .-,... 725 

Marauder 5.95 

Match Oayll ..,.5.95 

MegaApoeotypsa 8,65 

Mfc&ey Mouse , 5.9s 

Nihifiet 5 95 

Mow Games 5 7,25 

Operation Wolf 6.55 

Overlord , 7.25 

Pegasus Bridge ,,,,, 9,45 



spFcmmcA'XfTTe 
Petef Beardsley Football .. 6.55 

Pink Panther 6.55 

Predator „ ,.,„ 7,26 

Project Steaftti Fighter 7.25 

PsychoPpgUXB .6.55 

RXS.K. 11.96 

Restari 5.S5 

Rtngwars 7J»5 

Road Blasters 856 

Rolling Thunder ,,,.6.55 

Salamander 5.95 

Stockled ..— 6.55 

SkateCrazy 6.96 

Soldier of Light 7.25 

Sophistry 8.55 

SorcerorLord 9.4S 

Spy vs Spy Trilogy- 7,25 

Staflngrad „.., 7.25 

Street Fighter , 056 

Street Sports Basketball 



- 6.5S 

*^*iir***^lr**********ilr***^Hrt^1rt********'*** 
* SOVoffevarrWhi SUMMERTIME SKOU. OFFERS 5Cp sff twy «tt * 

■k Jut tei ua In wMck magaxtot ynu m our idwi •* 

••*•••»••« * * a * i, ***V** A ••'?"* AA* * a * *••»»•••*•* 
sKcmmCAssem joysticks 

Desolaior .,, 655 Cheetah Mach 1 Plus 12,95 

Diamond 6.55 Cheetah 125 Plus 8.95 

Compeetion Pro 5000 Clear 13.95 

Competition Pro 5000 Extra 14,95 



Dream Warrior 6.55 

EarthBght 6.95 

Empire Strikes Back 7,25 

Fire and Forget 655 

Flinstones , ,,....8.55 

Football Director .„. 6,65 

Football Manager M ., 7.25 

Fury , 72S 

Games 'Winter Edjbon 7,25 

Garfield 655 

Gary unekars Sup Skills ... 5,96 

Gotfuk .„.,, ,., 5.95 

Great Giarsa Sisters .,.,,- 6,65 

GuentlaWars 6,55 

Gunship. 7,25 

Gunsmoke 6Je 

Qua 5,95 

Hercules 5.9S 



Competitjon Pro 5000 12.95 

Cnjlsef .- 8.99 

KonixSpeedWng 10.99 

Magnum ..._....,..„.„,„..„ 10.S0 

flamJMta 7.99 

SBkSttck 6.50 

Starfightsr ., 8.99 

Tac2 9.99 

joystK* Adaptor f« +2 or +3 3.99 

FBOFtBIALS 
Spectrum Power Packs .... 8.95 
lOAmsoftCFE 9t*nk Disks (+3} 22.95 

Pl«a 3 Cassette Leads 3.99 

Am» Mouse Art 4 Graphics 54.95 
Pfcj3 3 Dot Matrix Printer 
Model 3250 ,„„ 189,95 



anermmcAssem 

10 Groat Games II 7.99 

198ootCamp 7.25 

4 Smash HHs (Hewrson) .... 7.25 

7 Minutes to Midnight 6.55 

Strip Poker It t}_55 

Target Reneoade 5.95 

Telacon ,. .., 9.55 

Tetris ,...,.. , 5,98 

ThneandMag* 19.86 

Typhoon ., 72S 

Uftimate Co«ected Works 9,45 

VarnpirBS Empire .,.„.., 6.55 

Venom strikes Back 655 

Victory Fload 5.95 

VsTdteator ., 5,95 

WSrua .., H 5.95 

W* ere the Champions 7.25 

inhere Time Stood Still .,,.. S.9S 

Wizard Wart: 8.56 

Veti .,.,..., 8.55 



WORLDWIDE SOFTWARE 
49 Stoney Street 

Nottingham 

NGT1LX 

Tel: 0692 480779 

Fan: 0602 483192 

f AST DELIVERY 

$*ECTmM*3DtSKSQFTWAfif 
4 Smash Hits (Hewson) ... 10,96 
Konanii Arcade Collector) 13.50 

UveAfnftia 10.B6 

Magnrhoerfl Seven 13.50 

Marauder 9.45 

Matchdayll 1O-8S 

Mercenary Compendium .. 9.45 

kfcekey Mouee 9.45 

Night Raider 9.75 

Outrun 10.85 

Ouertord 9.45 

Pink Panther g.45 

Psycho Pig DXB _, 9.46 

R.I.5.K. ..„.. 11.95 

Rlngwars 10.85 

RoadBlastera , 9.45 

Rci^ Thunder ,..,_ 9.45 

Salamandei' . .0.85 

Shackled ,„„ 10.85 

SkateCraiy 9.45 

So**erolUght ,,. 10.65 

SorcerorLord 13jS0 

SpyvsSpyTntagy 10.85 

Stadmgrad 3.4$ 

StesWi Fightef .,.. .,,9.45 

Street fighter 9,45 

Street Sport Basfcetbal 9.45 

Target Renegade 10.85 

ThePawn 11,96 

TimeandMagik 10,86 

Typhoon 10.85 

Ultimate Collected Works 10.85 

Vampires Empire 9.45 

Venom Strikes Back 9.45 

Victory Road „,„,„;, 10.85 

Virus , „. 9,75 

We are the Champions •- '3,50 
Where T«w Stood Still „ . 1 0.85 
Worid Class Leaderticafd . 945 

«** «u* 77in» MOvrnituns 

Acheton ,,.„ , 9.95 

GOttffldown to Doom 995 

GlantkWer 14.96 

Kingdom of Hamil „ 9,96 

Phftiahopara Quest ..,„..„. 9,98 
RetumtoDoom 12.95 



Pteaaa make cheques or poetaJ ordws payable to WORLDWIDE SOFTWARE. All prices Include postage A packlna in UK 

Ov»r*e«s pteasa add El .SO per eeu/di*k for AIR MAIL defvery. Credit card orders accepted by phone or mail. 

GalDShMsiei (Q8O6', 57004 (24 hours) Nottingham: (0602} 430779 (24 hours) 




CLASSIFIED SECTION 



FOR SALE 



SPECTRUM GAMES ail originals 48/ 
12SK Including: some new titles 9.0 
Bubble Bobble, RttfHng Thuotter, Target 
Renegade, California Games. Must sell. 
Send SAE for !lst io: Dave. 28 
Caernarvon CJose, Spondon, Derbv 
DE2 7RF. 

800 MULT1FACE POKES yours for 
£2,50 to: K Martin. 3 Hazel House, 
Maiziand Park Road, London NW3 
2HB, 

E2000 PLUS of Sinclair Spectrum 
software for sale. £6SQ one, will not 
spirt. Many ex. recent games r80%). 
Call Tony on: 01 639 1752 after 4pm 



and at weekends anytime. 

FOR SALE Commodore 64, two data 
recorders, printer Cheetah joystick 
software worth over £750, mouse 
controller. Commodore music maker 
total over £1100. Sell for £400 one! 
Phone; Dover 0304 823S2& 

FOR SALE Spectrum 48K, KempBton 
mouse, AitJat II. Alpbacom 32 printer. 
Kempston joystick interface, lightpen. 
toadsa games. El 80 ono, will split. 
Phone: Simon Brown 0706 732603 or 
write to: 82 Highland Road, Southsee 
Portsmouth. Hants P04 9NF. 

CHEAP SPECCVSOFTWAREfor sate! 

Most a fait dated but still good bargains 
to be hadl Send SAE for fet to: D Way 
24 West Way, Harpenden, Herts AL5 



35 WORDS FOR ONLY £2,50! 

with a small ad, whether you want to tvy, sell, swap or advise, Just Jffl In th* torn tnla* 
NEWSftELD LTD. Phtrfooo0ies of th© form are eccepwtrte. 

OASSVieO HEAMHGS 

TheCRA»+ ClassiNedfi eaelton is not opm to Jrade or commercial atfwttews bm 

, 5I?EIW^J^^ ,1W, ^ W SWAPLINE 

L66R GROUPS. PEN PALS, F/m^St^e^^Okm^^^S'^ZS' 

■ nwfnaxfmiirnfe 35 words 

■ •peser^aBnotop«ototr^u'cw™nerc«ladverti8ef« 

■ Small acta will t» printed in the flrei available isauo 

' '^S'lT^T ^JP* t0 rafuse *** ""•* d0 mi wnp'y **h rwmaf decern 
practice, or whk* could be irtwpratsd « encouraging software piracy, ^^ 





1 THE CRASH READER CLASSIFIEDS 


s 1 




Address 




, TIckChMaffiadhewlIng: 

I OrVanted Q Ft* Sato DSwapftne QPanPalg □LJwrQfotif* n FamJhes 

| U Events Diary □ MncsUaneous 

| Mrtwdof payment □Cheque □PosWGrter 
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SPECTRUM 48K for sale including 
Protek joystick interface, many many 
games e.g. Andy Capp, Psycho SokJier, 
Gauntlet IL Excellent condition, one 
careful owner E60. Phone: Darren 
01 550 2146 or write: 33, Abfaolswood 
Gardens, ClayheJI, litord, Essex IG5 
08G, 



WANTED 



WANTED INTERFACE ON€, swap five 
games for 13, Tel: Kevin 01 284 1682 
evenings Monday to Friday. 

WANTED CHEAP GAMES fortheSega 

console. Good pricespaJd. Ateo wanted 
awofking control panel for the Vestrex. 
Phone: Simon Brown on 0705 732603 
or write to: 82 Highland Road, 
Southsea, Portsmouth, Hants PQ4 
SNF. 

ANY ULTIMATE games end The 
Sentinel must be originate. If interested 
ptease contact; Daniel Johnson, 49 
Pine Road, Gtenfiald, Leicester L£3 
SDH or Phone: 0633 3132B4. 



USER GROUPS 



COMPUTER USERS WANTED for 
Micro Club starting soon. For people 

who live In the Essex area. All computer 
subjects covered. For more Osteite 
send SAE to: P Downey, Fairbanks, 
School Lane, Great Lelghs, 
Chelmsford, Essex CMS 1NL 



SWAPLINE 



OVER 150 FABULOUS GAMES to 

swap, including all the best and latest - 
Football Manager 2, Platoon, Gauntlet 
II. andZynaps. Reply guaranteed. Send 

Cour list Write to: Raymond 
ivlngstons. 15 Duart Drive, Newton 
Meams, Glasgow G77 5DS. 



FANZINES 



MEGA MONTHLY, lor saga console 
owners, packed with news and reviews, 
out the first of every month. Send 
cheque/PO lor 75p payable to: Chris 
Jacskman, 3 Albion Terrace, Lexham 
Road, Utcham, Kings Lynn, Norfolk 
PE32 2QG. 



MISCELLANEOUS 



MEGAPRtX. AUSSIE RULES two 

PBM's from JaspersofL Coat only 50p 
per turn For details Male Sims, 76 
Mount Road, Canterbury, Kent CT1 
1 YF. Please send SAE motor racing or 
violence, the choice is yours. 

POSTAL MANAGEMENT leave the 
real - >oln the best' A new realistic 
post* football simulation - special 
discount for those who apply 
immediately. For details contact: 
M Smith, 31 Coleridge Avenue, 
Penartn. S Wales CF6 1SQ Nowffl 

THE TOUGHEST LEAGUE in the 

world, Football PSM with cash prizes. 
Boys and girts wanted. To apply send a 
SAE to: lan Clark. 40 Clarence Road, 
Grays, Essex RM1 7 6QJ. Free Start-up. 

PROFESSIONAL PBM soccer league. 
Fully computer moderated, features 
include League and Cup games, 
transfers and internationala, Start up 
pack E4, Subsequent turns El .30 per 
fortnlgnt. Write to: Grimsdala Games, 
J*. Aspen Way, CringleforO, Norwich. 
NR4 6UA. 

WANTED ANY AMERICAN football 
videos hi-lights or full games cottage 
action m particular. Please contact; 
Kevin Johnson, 49 pine Road. 
Gtenfiafd, Letoestar LE3 SOU or Phone: 
0S33 313284. 



MEGASAVE FANTASTIC SAVINGS 



Arfl 

Arcede'ForwFiiur , £5* 

Am. Tadfcsi Router .. D2 5J5 

Ate. World Gaines 4,95 

Apm*e Gunshlp 04 M5 

ArtttftaWI D144K 

Alien Smdrtme 5J6 

Adkm Force II oi las 

Sards Tale 6M 

Bart»ria/m 646 

Bsmwty.-.,. jLlS 

tearastoyslnt Soccer ..... 6,25 
Beyond to PdJKB .... D2 4.95 

Hoefclamp 4.9$ 

Btodt Tiger , 5.1s 

BugwBey 01 4.99 

Bool Camp 19 5,95 

8asKKMn?tef ._ 4,1s 

Bubta Boiitte Q14JB 

HixkJ Valley _. 5.15 

Bldnio Cwmwisbs .,. gja 

BkMd Binders 01 S45 

Crtemtofi m 5,15 

Cantor Comman D4TIUS 

C0ttCted¥rte(UWfrateiti4 B.96 

CWTUpRm- Disk Only 11.96 

ConrtwtStSiod 014JQ 

Calltomia Games 01 BJS 

CfOffiWlia 4,% 

Cra?YC*rs D1 8.2S 

Ghamprais D1BJS 

Mn mmtm n . . . 5.9s 

OaflOarelr E)l4JS 

DlllBf „.«._ r;-J9,S5 

Wtf*r r .. Q24M 

Desotelor 5.95 

Di»rn*Kl 5-flS 

rK-s-ini *;u7ior SJ6 

Barth*oht 446 

tmtweSlrtesBack 6.49 

Fire « Fcrg« ..„„, 
Fcotel HinpBH 

RVteg Start 

Firefly 

Football EKrtctot 5,1. 

RrtbaiDir.B12B .. D3.13.K 

5.K 

FiveStarGArriSS3 5.95 

TtaPury Q2U& 

Gun Smote 5 n gg 

0. Urwktr's Sup SMte B2 5.1S 



G. SanaSteteB 01 8JS 

SairwSet&MBtcn &3MS 

Sn^or 014JS 

GartteW .„ 5,bs 

SawrtW [disc only! 4.*5 

SaunajtS - „ 02sas 

Gottilk . 4,96 

&*....- S.1S 

Sudd of TNsv&s Otoe ... 10.9$ 

GoariteWws 5.98 

Herti*a Slayers .._.... 0^6.45 

««*« MB 

H(**>9 Mad 02S.1S 

lmj»ss.MtealonP SJs 

IkaiWarrtofS D2l» 

JlrWar +3ascoi?fy 10.9s 

Kanw 6.46 

Konwni-fiiDHfls rasjs 

laaerSooatf us 

l*stNlnjaM B.7B 

LawrTag &gg 

UvtAfima ._ 0" 6.4$ 

itof/ilRcwt Sewn 03*48 

WaraudBr.... D2496 

HalcMayi... 01 4.95 

WIClarjItoJS* 02 4,95 

MHMflflMBT 995 

N. Marooii's Gmo pru 04945 
MfltitRsWer t» be 

Norflt Star tK4#5 

NowGamesS a4S 

QWiun D1.SJS 

Otyrnpiad'Se 014J6 

Dverlord .„ 6.45 

Operation Won s.lS 

PHM Pegasus ., D<8.i5 

Pie*toi e.« 

Ptatotm Dlfiu4& 



6^5 

D1S45 



'4*5 



Pao-tand _ kjs 

Pin* Pamher _ K5.95 

pavwimecofliyi 13* 

PwwrPwamiBs 5J)6 

PsjiciwngU)® D2SJQI 

RfladWarg s.» 

^tolling Tfiumjer 5,95 

ftayoffoenoMera 6.45 

Kasian Dl5u1S 

Read Baste™ .„.....,_. D?S,25 

Draamwarriof 6J5 

Mil «te Mir. PMtagc kKtaM iriM Mat m hm 7^* nr an. owthm idd 
El M p«r Mom. Fast Sank*. 

PtefSTKfdltf imki <A r^Mteeas 01 tostart, r^4MS(,Ak1Sr, tfnu, Cwrr-a^ 

Sptt*un «W +3 «st EATl WMfy isi. Nnfe Uapj* l* 

R?asfefi^ii^pn^»B«airtl»3^<te%ligwrdea«d 



.. DlMB 

5*^*06 _ 01 6.45 

RmglWtfs D1 M6 

Satomantftr iss 

&te*m — 07 5,85 

SujwHWB^ Ma- 
ster wars ,., , DIMS 

SoMft*J ..._ on* 

SlrwlBaakettwH 1.23 

S"fwSplr1t 6.45 

SuflvnarOtympiatf .,..,.,.„, «.4fi 

Shackled 02S4B 

SeiUfteKESKonW : ft.98 

Sffl»graii us 

SoidlHafUgtit 4.K 

StateCrary ....,..,. 02446 

Sfiw GJWer (DtKW^) ..„ 10.96 

StnaHlgMar „ ,. 01 545 

Sophistry _ 5J8 

TatMpn 5.96 

"Ilmftscanwr g.ge 

lopiocouactwi o>6Js 

Tl ^ .„ , D29JB 

TracksuM Managar e.96 

Tim* and Megte iQJs 

Tefiwwrt 555 

ThaDaihfe ...^ 7.96 

Tetra 4J6 

Jw"?/ - 5-96 

Tltufidaicate di 4jg, 

Time Stood Stat 12s .. 02 4,96 

Troll, 026JS 

Tanjri RenaflaiJe _ 5,15 

Tha0aifr.SaJe DT&2S 

Track Suit Manaoer .... 7*» 

\H*«X* ,. 5.95 

Venom Strike Bat* 495 

Vampws Empire 02 5.96 

VteftjryRDBd 545 

Vlnia 545 

*«> - - „ , 01 SJ6 

tfmcaior Ms 

Woria Class Leartefcd B?fi,4S 

WiirHfllg D25.1S 

WtoBWar? 

WWeworts Lardon $.45 

6 Hit Pat Vol 3 D1»jB 

!0&eaiGamto D4 6J5 

4 Hits (Hwwomi — oi Mb 

we 5js 



D-*3»ae 
Ol&&^5 

03 & £1198 

D4^S1ft96 



E3 
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YOUR SEARCH FOR THE ULTIMATE 



A bead of sweat gently strokes your 
brow Fingers tortured with anticipation. 
Eyes riveted to the screen. Nothing can 
stop you now. The record score is one 
carefully armed F16 missile away. Ready. 
Aim. Fire! 

Oh no! missed. 

If you five and breathe Personal Computers 
there's one event that shouldn't be missed. 
Personal Computer World has always been 
the target for people wanting to see the very 
best in leisure computing. But this year 



we've set our sights on making it even bigger 

and even better 

lb reflect this new direction, we've also 

refilled the event The Personal Computer 

Show' and moved it to Earls Court, London's 

premier exhibition centre. 

Inside the specially allocated Leisure Hall 

will be assembled all the leading companies 

from the U.K. and overseas. Showcasing the 

most dynamic and exciting games software 

on the market. 

There's simply no better way of getting your 



hands on the very latest technology. Feel free 

to try the games yourself or to see how the 

experts perform live on the gigantic Pepsi 

video wall at the National Computer Games 

Championship. 

There will also be daily Personal Computer 

Conferences covering topics from small 

business to music, to help you get more from 

your computer. To obtain more information 

a bout the conferences please call 

01-9485166. 

So if you think you've given the current batch 



TAKE THE PEPSI CHALLENGE WITH 



Esl 



AW 



The Personal Computer Show is presented by Personal Computer World a V.N.U. p 



■■■■■■■■■■■■■ 




E IN ENTERTAINMENT. ..ENDS HERE 



kND 



of games your best shots, come to the 
Personal Computer Show and discover a new 
world of excitement. 

To attend on the public days (either I6th, 
17th or 18th September) just complete and 
return the coupon with a cheque/postal order 
for £3,00. lb make a credit card booking, 
telephone the Keith Prowse Personal 
Computer Show ticket office on 
01-741 9999. 



r 



Post -To: The Keith Prowse Personal Computer Show, 
Ticket Office, PO Box 2, London W6 OLQ. Tel: 01-741 3999 
Please send me my tickets) to the Personal Computer Show 
No of Tickets 

Name 

Address 



THE 

PERSONAL 

COMPUTER 

SHOW 

EARLS COUflT LONDON 



_C£3.Q0 per ticket) 



I ENCLOSE A CHEQUE,' POSTAL ORDER FOR £ __ 

Under Iflte will rat lie arfnfled w llw Mth artf 151ft September as these dap. are ceiiisisely tor I'm M 

Business visilriR. 

Under t8's will n* te allowd ro Site busm«s hall 




The Keith Prowse Personal Computer Show Ticket Office PO Box 2 London W6 OLQ let 01-741 9999 



AT THE PERSONAL COMPUTER SHOW 



W. publication, Organisers: Montbuild Ltd., 11 Manchester Square, London W1M 5A8. 



BARGAIN SOFTWARE: 

309 Goldhawk Road, London W12 8EZ 



BUVBV 
_ mr , pHOHt 

052531188* 



Open 10 am to 8 pm 6 days a week 



PRICE PROMISE 

If you wish to purchase any product from our list and find lhat 
you can buy the same product cheaper from another marl 
order company, sfrnpiy enclose the lower amount, slating the 
name of the other company and where you saw the advert (It 
must be a current rssue). Price Promise does not apply to other 
companies' "Special Offers' r 



actwfcwceh 
alternate world games 

MMKMHERAM&fl 

advanced art stuck) + 129k 
njensyndrome 
mwenojd u-revenge of doh 

A,tf, 

BARBARIAN II 

BARRY McfiWGAfrS BOXING {12SK) 

BFfONOTl* ICE PALACE <<»sfc9.99} 

BUGGY B0f{DiK £999) 

BUCK LAW 

BLOOD BROTHERS {DISKE9.99> 

■COT CAMP (19) 

WORK COMMANDOS 

eurawte 
euut£BoeeL£ 

CHAWREACTOHffHKi.BS) 
CHAMn0W3IW>SI)RWT 
CRAZY CARS 
CMBSWZE 
CVKM0O 

crBERKwsirrsjDiSKSS.gs} 

DfHLUH 

swm 

OAJKSCBmS 

DARKSDE(DIS«E9.99) 

DESQUTOfi 

DTMUHTIIMN 

DREAM WARRIOR 

EAATHUGKT 

ELITE 

EMPNtSTRMKGACK 

ENMMO RACER IfORENOUHO RACER 

E0UM0X 

F HjgLY 

RiftSTQNES 

PLYING SHARK 

FISffTMKE EAGLE 

raoraAu. DIRECTOR 

FOOTBALL MANAGER II 

FRtGHTMARE 

GAUNTLET 

GAUNTLETS 

GEE BSAJR RALLY 

fiHQST9USTERS(12BK) 

gothtc 
Gnvaofl 

G LIMBER'S SHPER50CCER 

SUK3NP (»*:«.»> 

am 

HERCULES [DISK E9.981 
HUNT FOR RE4OCT0KR 
KURTLAHO 

MOWING MAD 

KYSTGRU 

IRAfit WARRIORS 

IMPACT 

IMPOSSIBLE MISSION II 

JETSETWUNI 

JETSET WILLY If /MAHK MINOR 

4KCTER {DISK ONLY) 

KARNOV 

WIT TRAP 

KNKHTMME 

KM6NT0RC 

LASTN9LMI 

UTTUHNWWER PEOPLE (1Z8IQ 



OUR 

i» met 

7.95 840 
t.*9 B.S0 

T*4S T120 

24.95 16.00 

*,99 6,95 

7.96 5.50 

8.95 040 
946 6.75 
946 6-95 

748 540 

749 540 

7.96 540 
7.99 540 
6.95 6.5G 
1.99 640 
9.95 6.* 
7.95 5.50 
6.99 549 
ft.W 649 
648 640 
786 5J0 
7.95 5.50 
7-99 5.5Q 

14.95 9J0 

9.95 6.95 
7-95 5,30 
046 6.95 

7.96 S40 
746 5.50 

8.98 6.50 
7.93 540 
9.95 6.98 

9.99 6.95 
9.99 6.95 
995 649 
7J6 8JO 
846 6.50 
7.95 5,50 
9.S5 6.95 
8,95 6.50 

9.95 6.95 
995 6.95 
90S 6.» 
956 S.99 

7.96 540 
9.95 649 

745 540 

746 5JS0 
745 540 
949 6 95 
699 6.50 
7.95 S.50 
7JB 540 

14.93 11,20 

945 649 
7J9 540 
7JG 5.50 
6*9 5,50 
8.99 6.50 
849 §40 
743 &S0 
745 5.50 

1545 1140 

9,95 6.95 

&99 640 

949 6.95 

I4JS 11.20 

12.95 6.93 

946 6.96 



ALL 30 

AMT>CS 

PLANTFALL 

GRIDRUNNBR 

BfSftiftRK 

METEOR STORM 
JETSETQORT16 

3D TUNNEL 
STOCKMARKET 

THE VALLEY 



GAMES ONLY 

DEMON KNIGHT 
NED'S GARDEN 
SPACE NTHl Id RS 
MIGHTY MAGUS 
FAUOFfiOME 
DRAUQHTS 

XAOOM 

DETECTIVE 

20 TONS 

CHESSPLAYER 



£5.90 

tube-cube 
invasion 

ESCAPE 

LAZERZONE 

STRONTIUM DOG 

PYftAMANtA 

MICPOMOUSE 

DRAGONS BANE 

CARPET CAPERS 

8LOO0 - N*GUTS 



WE ARE THE CHAMPIONS 
only £7.45 

iHt-RENEOU* 

ftM&WAN 
SUPfHSPRlNT 



BEST OF ELITE Vol Z 
ONLY £7.99 

PAPS4BOV 

SH0gf34apBWS 

BPAGC HAiMCFI 

BOtABJACK? 



NOW GAMES 3 
ONLY £4.99 

M»CK FALDO PLAYS THE W& 

SORCERV 

COT6NAME 

(Mm 

EVERYONE'S A WALL Y 

W1EWTQK1LL 



HITPAK6{V0L3) 

£7.45 

ghosts * goblins* 
fapebboy ♦ enkjro racer 

+ LIWG DAYLIGHTS i 

OHAGQN3LMR ! + ORAGOMS 

LAJR3 



ALL STARS 
£6.99 

xEcurcfl * imside outing • 
BMRyBEARRIS I ItMObw 

SKIMMER - MIN&5TONE f 

WAflLOCK-tPvSTflAXX- 

BfilAN BlOOOLAKE f THATS 

THE SPIRIT + STAH8IKE 



TOP TEN ONLY £7.45 

SABOTEUR » SABOTEUR 2 

SWJ-CftliCil -A... 

AjfiwcLf .oeepsrPiKE 

3UP1HO SffT * rH*WOSJi 
SOMSJAOt II t COMPACT LVNX 



SOLID GOLD tWLY £7.45 
DISCE10.» 

OAWTLET 
ACECfACfS 

:. ,-,•. M---.;-r„- i: _.. 
WINTEn GAMES 
WFILTRAICfi 



MAGNIFICENT 7 ONLY 

£7,45 

DISC £13,95 

HEAOOVCRMHLS 

COOft» & Afft-JWOID 

SHOftY ClflCUfI * Wd»*LL 

I --V.,V-.n : , •-;.._. ;...,- . ..... ,. 



LIVE AMMO ONLY 

£7.45 

DISC £10.99 

AflMV MOVES 

FHABQ 
rJRCLMitqF- 

ropauN 

<3»«ATES<>re 



COMPUTER HITS IV ONLY 
£6.99 

I :-:-.-: I WftJOB r SACHCO AttUOUR 

MK V fRft»HS!BH * IC+ R«S 

COHTACTanHEM . SE DWDV 

FWIACURSE-. 9*IOICTV 



10 GREAT GAMES VOL 
II ONLY £7.45 

„„ *UF MONTY -MASK 

fBfflt IttTJM , H£ 

[■,--•■: ,-: ^^ 

«JN«JV RAWCRS , SAMURAI 

HBtM i 
REBOUNDCfl . CWCT 



BEST OF ELITE ONLY 
£4.99 

- ..-...,. •- „.,.... ...... .. 

COMMANDO 
AIRiVOLF 



GAME SET AND MATCH 
ONLY £8.99 (DISC £13.99) 

WeWMTUFTING - HNQ PORC 

RimjLMjjoorwo CYCunow™nBo*so 

»™, , ( 2flS <l ' «ANraLALttH RCWMG 
PSULTNt/SKIMtP tOaOFWAR TENNB 
BASEBAU eOJtWGSQuAM.SNOOKSVPOOL 



- 



KONAMI ARCADE 

COLLECTION £7.45 
(DISC £13.99) 

JAUftW * OftESN BERtT * YE ARNUN& FU + 

ma PQMB + MHfT +• JACKAL + HYWJHP0RT6 * 

NMH 



K 









01 -?"** 


1 






vw 












OUR 




RRF 


PTCCf 


MAGNETRON 


7* 


b.bd 




7.95 


640 


MARAUDER (Disk 8J99} 


7« 


550 


MSPACWAN 


7.93 


SlSO 


MASK 11 


7,95 


5JS0 


MATCH DAY U 


7.95 


54G 


MICKEY HOUSE {DISK £S.99l 


7.93 


S40 


MYS7ERY0FTWWLE 


6.95 


640 


NEMESIS 


7.96 


sw 


NORTH STAR 


7.95 


ISO 


WIM 


8.99 


640 


aprvmsMMii 


195 


ft 95 


ORaXTHETERAORBAU 


&99 


6IW 


POLE POSITION 


7J9 


540 


MftUM 


646 


8,50 


PANDORA <0tM8.99) 


9.95 


645 


PTSCHOPIGUW(«se 12.99) 
PINK PANTHER (DNcH 2.99) 


649 


660 


669 


6,50 


PLATOON 


3.9S 


R« 


PTTfAUlf 


7 99 


550 


PREDATOR 


9.99 


7,45 


(RMNTCT 


9.95 


6.95 


0IM2ERTON 


6.99 


540 


RAMRAOE 


6.99 


6.50 


MNGWARS 


9.99 


696 


nOADaiASTERS 


199 


6.S0 


ROLLING THUND6R 


8.99 


640 


ROY Of THE ROVERS 


L96 


695 


BAST AN SAGA 


746 


SSfl 


AEYOLUTlOH 


6.9B 


640 


ROAHWMS 


646 


645 


4NACKLED 


945 


646 


SALAMANDER 


74S 


540 


SHAOOWFWE 


195 


6,95 


SKATE CRAZY 


749 


550 


SOBCCROfllO«OtOlscE1399| 
SPTnSPYTRILOBY 


1246 
949 


■M 
645 


STAR WARS 


$.95 


645 


SUPER MANt ON 


949 


6.95 


SUKRPaNT 


9.95 


3.99 


SIDE ARMS 


641 


650 


720" 


640 


ff.50 


SOURER OF LIGHT 


746 


640 


SttJTTlNG IMAGES 


149 




STREETRSHTEfl 


699 


550 


STREET SPORT BASKETBALL {<Kw999| 


■3.39 




TARGET RENEGADE 


7.95 




THE GAMES PWTER EOTtlDN) 


949 


645 


THW6eRCATS{Di»PJM89 


746 


5.50 


T3WEAMAGIK 


1445 


IT 70 


IRANHM 


640 


fiSft 


TELAO0N 


649 


8.Z5 


TERRAMEX 


745 




TRACK SMT MANAGER 


S.95 


6.95 


TRA2 


6.95 


6.50 


TDYBUARRf 


7.99 


5.50 


TMDEIDiaX 


496 


1.99 


iHUi! 


9.99 


6.95 


VAMPIRES EMPIRE (HScES ,99} 


tM 


640 


VEKOM 


745 


550 


VICTORY ROAD (Mac £9.93) 


749 


9.90 


VlRMCATOft (GREEN BERET III 


745 


6.60 


WWW TtMESTOOO STILL (DiBeEtl.aO) 


7.95 


5.S0 


NtZARDWARZ 


699 


6.50 


WINTER GAMES (128kmriy) 


646 


6.95 


WirFEROLYJiWA0'» 


748 


540 


WORLD CLASS LEAOERRGARD 


8.99 


640 


WORLS GAMES 


699 


650 


VETI 


8.99 


040 


TENJt 




8.9B 


6.50 



BARGAIN SOFTWARE ORDER FORM 

Please send me trie following titles. BLOCK CAPfTALS please! 
Type of computer 



CRASH/AUGUST ISSUE 



Date . 



■ :■!.*. ... *-*.. ..--., 



Title 



Amount 



Total enclosed £ 



Name .„ 

Address . 



Ptease make cheques or postal orders payable to BARGAIN SOFTWARE. 

Prices include P&P within the UK; Europe please add E0.75 per tape: 

Elsewhere please add E1 .00 extra per tape 




WiNNERsfyfp mzEs 




ACCOLADE AHEAD 

Issue S3 

With the Seoul Olympics just around the 
c wrier Paler Unwin from London N22 4HO is 
bound to iinrt plenty of uses for the trtfflc 
sports bag containing numerous gaffing 
products, Sttnky sports towel and £70 
tracJaurt that Accolade were giving away In 
Issue 53, The twenty lucky runner&-up, who 
McAgetacopyofAccolade'sMini-Pufi'rwhan 
t s released?) and a trendy Aceofade T^srwt. 
are- . . 

Alex Hertirand. GERMANY: Steven 
Djwnjy. W.Sum«k BN14 7LL; Benjamin 
Titey. Bristol BS16 5NE; Mr 8 AH Mitledoo, 
Hereford HR4 9RH; Paul RatcSnV flamslev 
?IE ^S.** 1 ?** *"*«*, *<*« TM10 
MPj Phir March, Surrey CR3 3JD; AUstalr 
WJHBee, S«tHf>9 FK7 7NP; Peter Jones, 
Wert MkSendsS73 5JG; Mr Michael JOnea. 
Birmingham, 832 1NA; E Gtffespie, Bed* 
LU3 2AT; Michael Rag 9l HumbenttSe HU12 
9QH; Trevor Mullen, Birmingham B34 6HR; 
Robert Ammon, W.Yorka H&B 8UN; Daniel 
Paaeall, W, Yorks HX4 8NH; Michael Amritt, 
3teffordahlre ST7 4PS; Uam Gtsbv. 
Scotland KY3 06P; Atexandsr Dockerty, 
Essex CM24 BBO; Made R^eborouoh. 
Norfolk MRzt OAD; James Brewnass 
Surrey CR3 3HC, 

SAT-ELITE 

Who warrt8«n AmaJradsatelftte TV dish? Watt, 
Dave Chappie from Cornwall certainly 
ooesnH. He was the wnfiner of a fabulous Zeis 
Satellite dfcsh and receiver, a years 
subscription to atop satellite magazine AND a 
aWr"Soygarme, T-shirt, mugand poster fll's 
the postman I feel sorry lor) from those 
onerous people al Elite. The 25 runners-up 
who get everything but the satellite stuff 
H6.. CoNn McBumie, W.Yorka WF12 
JPL; Jeremy Percrval, Worcs B48 7AU; 
Michael Slater, Lanes BLQ SEN; Mark 
Bowen, NN3 1HW; Brendan O'Brien, 
Birmingham m 5QD; L MIHea, Uverpool 
11 9 2PQ; Roy Harwood, Sussex RH13 BBX; 



N Hagueu, Voika 810 4FB; John Bray, 

&&J& 7RP ' Jmon 8m«h, Bradford 
BD12 OEU; Nick Carter, Avon BS23 3RQ; 
Philip Green, Shropshire; Kenh Roberta, 
Dmron PU 4ET; Andrew Robinson, Denial 
BH7 6LW: Steven Martin, London N13 5DT- 
N Wales, Edinburgh EH4 3NH; B Graham 
Sunrtjrland SRS 1 S€; Mark Balaam, Suffolk 
JP3 OLX; 6 Robinson, Lanes BB11 406; 
Marc Richard, N. Yorks OL7 8HT: Matthew 
HaH, Kwrrt ME15 9HH; David J Aston. Kent 
Paul Hatwell, Mlddx HA3 7HE; Christopher 
Watfclns. E Sussex SN2G 9QB: Coin 
Woodcock. Hants SOS 4PE. 

I WANT A 
COMPUTER DESK 

issue S3 

The lucky winner of a taboo computer ciesk 
from The Power House is . . . fcue fanfare) 
Jason Mann from somewhere In Herts. He 
also gess ihe 3eme four games iPowerama, 
Metropolis, TT Racing SrVrajfaforafid Normari) 
a£ tine runners-up . . , 

JJgPfJg."*! tnrerythbngj Penfott, Gwent 
NP2 1GO; Barry Wood, Wlrral L61 3S«; 
Colm Andrew, Cheshire; Keirth Roberts, 
Devon PL5 4ET; Richard Daemon. 
Cleveland TS22 5LY; Barry Gorman 
N.Jrelend BT23 1©U; David Taylor, MkJ 
»W*Bp CP 32 7BL; D Orosun, Steffi STt 
3DD; fl Sfavene, Dyfad SAQO 9JP; Jeremy 
Hyde, Northern ireiand BTG2 3NF; Rlofe 
™*»V AVoifcs DN3 2LB; Paul Hurnphrays, 
Lane* BB3 3AJ; David Covertey. CfevelarKl 

Tsi-teoo, 

GO CRAZY WITH 
GREMLIN 

Issue 53 

They're a crazy lot at GremHn (especially that 
Richard 'hard bargain ' Barclay} and so are 
their games. In Issue 53"s Skate Crazy 
competition they were grving away two pairs 
of booted roller skates and loads ol T-shirts 



andcaps. Thelwo first priie winners are Chris 
Sneath from Staffs and Mike (snooker?) 
Hattot from Bristol. A crazy thirty runners-up 
get T-shirts and caps ... 
John Andrews, Nottingham NQ16 6BE: 
Chris BurneU, S.Yorhs 872 9AT; Richard 
TenewaH, Suffolk 1P28 8NZ ; Mark Nattraee, 

SIX 1YF i ChrfB E "™- Wolverhampton 
WV11 3SU; Stephen Marshman Eso" 
^"^lara B458CB; Alan GUI, London N22 
4RY; Pam Brown, Cardiff CF4 SEE- B 
Cariane, Essex SS39LG; A Steele, Bury BLft 
WT; Rwry Dodda, Bucks HP6 4RD; Virrad 

GU3S BSE; Kevin McCafferty, Londonderry 
BT47 2BY; Crash Reader, S.Yorks S74 9DR- 
Jon Rose, W.Sussex P021 3TZ: Steohen 
Cann, Glo8 GLI5 4SA,- CraJg UtchfiekJ. 
Cerdrtf CF5 1LP; Warren Davies 
ShropehkeBYH 1EP; WIMIam- Raher, Gl<5 
«« *£*' D8Wid Mc i*«9h1in, Kent TN12 
OEG; Paul Gray, Woroa &96 SPG; Mr Ben 
WoottOn, Milton Keynes MK19 7AE: Cleran 
Waish, Eire; Paul HMWaHL MJddn HAS 7H6; 
D Edwards, Hereford HR2 7X2; Mr Q N 
Hassell, Stoke-On-Trent ST7 4AX: lain 
Rivers, Oxon OX15 4BOt James Harrison, 
staffs Dei ? eQA. Aoo an even crazier fifty get 
a ixspy ol she same. Share Crazy. 
Scott MrtcheH, Gwacrt NPl TPCfc Mr T 
Fan-alt, Devon PL1 SHQ; Simon Harrison 
Manchester M22 7JE; S Tomboutoglou 
London N1B 5DP; Wayne Welkins 
Birmingham B37 SBW; Andrew Taylor, 
ScoHarid FK3 4UT; David GUI. Birmingham 
81 1 1HA; Henry ChHeott. Surrey KT8 9EW; 
J Tomklnson, BirminQham B43 6PA; Ian 
Meadows, Essex RM11 SLA; Naii Ashmore, 
Cheshire SK12 7PU; PhWp C Wynn, Beds 
MK45 4BE; David RJchards, Woros DY10 
2UZ; J HutcWrwon, Beds LU7 7LR; James 
8mHh t Worcester; Patrick Llamas, 



Cleveland TSS 5DD; Kenan Acar, Scotfand 
PAfl 7HX; Simon Cornell, Birmingham B43 
SBA; Stuart R»|d p Slaffs; David Robinson, 
Coventry CV3 6F2; R A Davie-s, Gloa GLS1 
7DJ; Steven Hoffman, Scc-tiand DG2 9HT- 
Anthony Goddard, Oxford 0X2 7TE; David 
Singer, Glos 0LB1 9LG; P W Foster, London 
™ 4 J« J*"" Dwi«. NotWogham; 
fS^fiMS**' Esi * ej( coa spi - R Stevens, 
Dyted SA69 &JP; CoJIn MacDonakt, Dundee 
DOS 4RZ; Lea Hawkins, Hente GU13 OJH; 
Anthony Gray. W.Suaaax BNT2 ATP; Daniel 
Marsh, Cheshire SK4 SEP; A Bird, Essex 
SS1 7 8AA; M Bell. Scotland PAB 7AS; Mr A 
Jackson, Norfolk NR30 1DW; Andy DsHl, 
London 3W8 1QT; Daniel Cox, Walsall; 
Nigel Thomas, Blnininghani B42 l QR: lan 
Whiting, Worcester WR5 2BT; Crash 
Reader, W.Glamorgsn; J Bragg, £kibx IQt 
1HQ; Nicholas Moore. W.Mlds.B&2 9PF- K 
Chads, Lotas LET 2 BJP; F A Beale Eso, 
Dorset OT11 7RS; Neil Wearmouth, 
Co.Durham OL17 OAR; J R Lewis, Laics 
2*2 3N2; Mark Hartley, Notts; Thomas 
FaHesskev, Denmark; Craig Howard 
Shropshlra TF3 2EG; S Quick, Oxon 0X16 

SECRET FORMULA 

issue 53 

tn won of our strangest compg yet you had the 
OpportyrVty to win a cage of 1m Bru (not for 
wimps, believe me?}. The six well-hard winners 
just happen to be listed beeow , . . fWell 
tfwre's a thingri 

Mfchael Brown. rV.Yorks WFT3 4LQ: Philip 
Corbett, WarfceCVB 1DJ; Anthony Johnson, 
London NW2 5TA; Ben Tlley, Bristol BS1S 
SHE; Paul Fes. Cumbria CA7 OPQ; Garth 
Evens, Cardiff CF2 5LE. 




VOTINC 
FORMS 



All winners, please atow 28daysfbrthe cfeJivery of your pri zes . Aifouer.es 
[ ££ ecu ^^IS 08 run in 6RASH shouW be sent to Frances Mable ' 
CRASH, POBox 10, Ludfow, Shropshire $YB 1DB. Please don't rinq 
francos as she nas enough trouble reading through all your entries as it 



J*S£! MONTH WE P| CK OUT FIVE WINNERS FOR 
EACH CHART. THE ONLY WAY TO WIN IS TO ENTER 

THE IS YOUR CHANCE TO INFLUENCE THE 

CRASH CHARTS AND STAND A CHANCE OF 

WINNING £40 WORTH OF SOFTWARE. WE NEED 

YOUR VOTES. 

VOTE NOW! 

iS™^*ffl. voti, S forms and send them off to CRASH 
£n!R2f o2Ir£- RASH AD VENTURE CHART, CRASH 
HOTLINE CHART and CRASH STRATEGY CHART PO 
Box 10, Ludlow, Shropshire SY8 1DB 



VIDEO 
CHART 



1 

2 

3 ;;;, 

5 ZZZZZ''.Z'ZZ 



Nam© .... 

.Arvrv'-' 



Postcode.. 



T-flrfiirt ,, 

ateaQ 



HOTLINE 
CHART 



I 

*1 ., 
■2 .. 
■ 3 .. 

14 .. 

15 „ 
i 

I Name 

I Add/ess ... 

I 

I ■ 

I T-shirt 



Postcode..., 



■ • 



ADVENTURE 
CHART 



1 

2 

3 



5 




......... 


Name ..... 






Address . 








Postcode 




T-shirt .. 







star: 



STRATEGY 
CHART 



1 

2 

3 

4 

5 

Narne ...- 
Address 



Postcode.. 



T-shirt 

sl*e|_| 



TRYBRIDGE SOFTWARE DISTRIBUTION 




TITLE gpeCTRUM 


TITLE 


SPECTRUM TITLE 8PSCTRUM 


CASS 




CASS 


Cfei 


MXMSitmW 5,« 


FWCOfeWTfHHTS 


sjo Nceesofffisoo 
in qi«iut)onwxf 


100 


WISRO04*: fc$S 


ftmusMi 


2.00 CMflLDftO 


740 


«v*fiTsnw«i i«« 


FfBEGy WF*\$1 


MP OUTRUN 


6>00 


wmtffMGEtatt: ue 


FINAL MMRtt 


S4S) PtTEB3EtflKLEV 


t& 


WCTiIRW i.sfc 


FWCTOIfS 


5JB POVWtPIRIMOS 


SJO 


waouRwnwiesi «* 


Hi»Tfra 


tjn> pACum 


MO 


*yVM<Nt-S lid 


; H BW> 


i» Platoon 


0.46 


J*C*ieF(JR«FOUfl aid 


WHY 


SJO WHMTSS 


MO 


*witt jjw 


trswwssiffls 


MS PSrOCiPGLfflS 


MO 


MWNDK J* 


GUMEKBtSttiS 


4.M) mMPSA£U$ 


0.96 


fRCM | 2HCVB4G1 440 


BUZ 


SJO PMH 


B,» 


wnuvnuiv 110 


0IIMIH2 


Mfl OMXAfiUfSTrwE 


4.4S 


eCKHVCEMfjICE 4J0 


GCTHK 


4.M A0N38LAST8tS 


0-20 


BLOOOBflOTHEftS Sjfj 


suewott 


SJO HWWIGE 


UO 


HBINCCOUWUAO 4» 


SWBft 


4JH FMSTMStiA 


3-10 


resiOFamrtii am 


SHU MR 


W« nOOMTHUNDQi: 


5JD 


B*fl&"ft*l142 M9 


6**SfT*fcWTCK 


«J« ftMES»« 


MO 


BLAttWMP +JO 


TKfi*l«S-fWnEK;. 


QJB WtlWlWS 


S40 


euoersov 4.» 


SttttRD 


SW RE0OCT08ER 


OJO 


tWflOSTAf 1 S,« 


SUtOOE MEsBOQI 


U6 StUtUMtDBi 


4,10 


BOOT CrVsT a.* 


6W7. 


9.10 SUMMER DtrKPWD 


u 


bubble bobble s.so 


fiUHSHP 


•JO SOUWtOfUSHT 


4,90 


flWSHCOWflT 5,* 


(ftflRUMMEfl 


2.W SlUIKfUTV 


5.50 


BMMMI 240 


HOFPMNU0 


1» SUPBtHNCCN 


MO 


SWXBR&UtEfl 3M 


H6KLLE5 


BJO STWtWARS 


1.40 


CAWWRCOUMMD «.« 


fCNXKUU 


MB S43EWMS 


5J0 


OWBSWE 4JB 


♦KHOOWRHEflS 


UO STREETRCMT^ 


5.90 


COMBAISCMOft 4* 


HOfSCI 


ISO SOPHSTRT 


S.» 


CSMfttaS fc» 


MflpSfc 


240 SUMN£K«,ir»IWC 


«•*■ 


cswcwnwr e.4» 


MfUMJ 


»j« snwTwst*re«j. 


■40 


0H*MW«S *.*0 


Hi 


240 S3LOeOU> 


m 


(w-awawB .<->-. 


tmgam 


t» smoauctR 


U 


CrtGWOD S,l» 


IfclJKrtiTE 


£J5 sceMs 


MO 


WLEYTHOWSOUB8 5<MJ 


iNryjfl4.iT i 


830 SHiNTSBTIflCE 


MO 


MB *» 


DtMWWRWS 


mo si«rapwT 


MO 


BHRK8EI 5* 


NT USSm ! 


SJO SmCDHQfCAMS 


MO 


OHMOaD S.fn 


jaCKN. 


uo m 


SJO 


OffUBElW 4JB 


JliaStflMRFBS 


U» SUPERSOCCIR 


3.50 


SJM 


KovmnesiuenoN 


•» snvsfYwcnc 


200 


DHLL9I «.tt 


nHMMIH 


MO !0»teAT3*M£S 


030 


nwacpm *.» 


MHWOv 


MO TACtl 


4.20 


Qfi*60HSW«lW2 Mo 


NNSHTOK 


0,50 TME4MAG* 


10.00 


oowtrnow ISO 


irvf*MMO 


§,40 TWGETflaftUK 


Mi 


--i„W;-.< >■- 4JD 


LASEttSttWJ 


UO TWJNOEBJUTS 


4.80 


EWW£STWESB*OC ISO usSTNKMJ 


8.10 TRACKairMANWes 


«-« 


EWHKMT 4.W 


wmgoai 


SJO TOfftK 


%m 


04JGWTH4WENT n.M 


WCKETMOtfiJ 


«* W9M« 


3-50 


EUTE5MCKUSP.3 BSD 


MACetlS 


4.S4 UMTftilC 


OJP 


E*KJH)flAC«lO«! WO 


MMWK«T7 


MB VM4WESEMHBE 


Ml 


aire iw 


M*rC«JAV 2 


4M WMK4TOB 


5.10 


Eff MO 


MEQAtfOCAUTSE 


UO VDCM 


SJO 


iTWSSWAflK 4.H 


MASMTROM 


4,00 mi* 


5 10 


ftJtSWCMT SJO 


MMMlMCf 


3.M ^WWSTHfcESatfH 


4J0 


RWSWIUOrtJ 5.» 


fUj-iiiHlr-H 


MO MZMWH 


SJO 


FWGHTM4W l« 


HKaWWSEaQf 


0J0 WORLD CUSSCBOW 


MO 


FWF) « 4J» 


KffiU.lS 


4J0 WDN0ER8OV 


UO 


w-rEALLMnanw s.m 


MOWS 


MO Wlffifci 


MO 


F=SS1WE£Aa.E B4*l 


HOflTMittW 


4.H iftmntaiMtHcm 


ft. 50 


WTWUkWIMER 2.* 


MFMS&5 r* WARLOCK 


sun 




Plaaaa HAd Ch*qu*/PO/Acc«H Visa No. and expiry data to: 




TRVUUDQC LTD, It NORTH *TR«T, KOMMHO, ESSEX RM1 IDA 




Ptease state make and model of 


computer whan ordarwig, 




PftP inc. UK oo o/OtefS ov* C4.00. under £4.00 and Europe add SQp per item. Elsewttere 


please add £1 .50 per iiem for airmail. 


TlEi. ONDERS3 0708 7CB27 1 



'SkM 



Btaal 



S** facoti Stnngy Q&Ositm gtatomnt Tension Action 

FOffnUaLL I CMOIEf 

QUALITY STRATEGY GAMES ftom t & J SOFTWAHS {fsrtblishwJ 19841 

EUROPEAN CHAMPIONS * NtW + THE WiTtftNAriQNAL CHALLtMGE OF THE EUROPEAN 
NATIONS CUP - Gertuioe Nations Cup format wtih luH Random Draw of 32 £Hd«d Tiwms • Foiior e 
List, ftasulis and Leogw Tattes of ALL 8 Group* Diroptkie & Mfcdtcaf ft«Ktrts Squad of a Play&r* 
plus Other Pltyws avaitoble - 17 Month lim&wy <A Owtffying Group t Arrange Frwndlissland f'fia!s - 
Plus (wany -ngru Superb FBaturw and Opiicms, CuROPEAN CHAMPIONS inclwJes E & Jb AM TCrV 
fl(-AV SYST£M an -Tnaaifvasi^* and exciting new smite oJ fnjnch prBwinlnran which, capture!: ihu 
ACTION. DRAMA & TENSION of InisrnaTfonal Football. 

WO«LD CHAMPIONS - A COMPLETE WORLD CLrP SIMULATION - Setect f riendliiso - ^ PMyws - 
Quafhtino I Group - 2 rrv Match Stihs - Daciplif* TaWu . Saioct Tour Gppwwnu ■ Eieim Tith, Rnal 
fiounxJs - Ptoyers Goin Expefwnce - 7 Skill Levels TEXT MATCH SIMULATION mclucfina:- BorAings 
Gua' Tim**, Nwned & Recorded Goal Scorers, snjurv T,me. Ctirners, Frao Kicks, Maict* Cloc* 
Pwialtiia • PLUS many more feaTures 

PREMIER H - CAN TOU HA«0t.E ALL OF THISf - Ptsy all T M miJ Home & Away - UniquO Tnmsfw 
fyjarttej - Team & Substitute Sanction - Named & Recorded Goat Scorers- Injuries - Trtntfar Damands 

- Cononuirig Seatons • Sqiwd tislins ALL Teams Fln*r«i»l Problems - 7 Skrll Le«ola - Offnm to Manage 
Other Teams - Sackings - Manager's Salary - 5*we G»rrw - Team Sfytea - B»nk t,*»ns A«D many 
mora Feaiuros. 

EUROPEAN H • THE MOST COMPLETE SIMULATION OF EUflOPf AN CLU8 POOTflALL VOU CAN 
BUY • Home & Away Segft- FuH Penalty Shoot-Qui liMlh SUDDEN DEATH) -2 In-Matth Sui* - Away 
Goals count Double (if Draw*) - Full Team 6 Sub Seteefeen - Intro Time - 7 Skill Levels ■ Enter your 
own PflEMltft II Winning Twm TEXT MATCH SIMULATION plus Sending Off end DttaOowad Goals 

- Results Tabto - PLUS MUCH MORE' 

CRICKET MASTER ■ A SUPERB SIMULATION OF ONE DA? INTERNATIONAL,' COUNTY CftlCKCT 

- W**the». Wick»l 6 Outfiatd Condition* - Baiting & Bowling Tactfcs - Team Sdoction - Few, Medium 
£> Sran Bowlers - 4 Types of Batsmen - Select Field Layout - 3 Skill Levels Wktes - fives - Mo Sell - 
Run Out • Misifialrj - Dropped Catch** ■ Scoreboard - Bailing Et Bowfc>g Analysts - Run Rate • Single 
Option - 3 Game Speed* • STAR FEATURE a complete MATCH OVERVIEW showing Ball by Bale 
Action and Commentary and MUCH MORtl 

TEST MASTER * NEW * A COMPREHENSIVE SIMULATION OF A 5 DAY TEST MATCH -fnclude* 
moat of W* Foetum* of CRICKET MASTER end MATCH OVERVIEW plus Declerations - 
Niahrvwa!Crim#n , Light Meter - Rain Sto#* PE*y ■ V?i«ying Number ol Over* per Dey - Follow On - Save 
Game - New Bail - Bad Liflht Intarrupiiurm TEST MASTER Is a True repie**nt*tic<n of aComp>eteTfl« 
Match and offers the ULTIMATE CHALLENGE to All Cnofcet Enthustos, 

CRICKET MASTER & TEST MASTER price* Include * FREE pad oj SCORESHEETS 



Software 


Spectrum 


Commodore 




BOS at) •.;•.' 


Any 48,'128K 


«.ri28K 




:pc 




Tape Disc -t 3 


Tape 5%* Disc 


Ta« 


3* Doc 


EUROPEAN CHAMPIONS 


C7.B5 fit. 96 








WORLD CHAMPIONS 


CS.95 £10.3£ 


£7.95 Ct0.45 


C7.se 


EH.S5 


PREMIER II 


C6.96 £10.95 


C7.9& Ct0,45 


£7.96 




EUROPEAN II 


ce.9& cto.a& 


£7,95 CI 0.45 


C7.9& 




CRICKET MASTER 


C7.9& £1196 


n/o n/8 


GtM 


£15,96 


TEST MASTER 


CB.9& £12.95 


nit n,n 


nra 


fit* 




FANTASTIC VALUE: Special Discount of E2.00 'or eveiy 
EXTRA game purchasad le.g. buy 2 Games deduct E2 DO 
Irom TOTAL - buy 3 Games deduct C4.00 from TOTAL - 4 
Games £6.00 <rtc), 
ALL GAMES ere avnuilirtrtr by MAIL ORDER Terr 
)MMiCHAT£ despatch by 1st class jx»t and include Full 
Imsuuctions. (OUTSIDE UK pteaae addf 1.O0 for postooe 

end sand payment m Pounds Sierfing oniv) 

PLEASE STATE WHICH MACHtNE AND TAPE OR DISC 

Cheques o> Postal Orders payabttj to 6 & j Softwaie 

send io. E e J SOFTWARE, Room 3 . 37 Wesimnor Rood. ENFIELD, Midcltew* EN3 7LE 
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A tactical warfare simulation. 




TARGET GAMES 

19 The Rows 
The High, Harlow 
Essex, CM20 1 BZ 



Available on Spectrum 48k/ 1 28k from August 1 988 

price: £9.95 (cassette only) 

Available on CBM64 and Armtrad CPCsfrom October 1 988 

price: £9.95 (cassette) or £ 1 4.95 (disk) 

GAME FEATURES: 

8 directional scrolling window shows detailed 30 maps (80 by 50 spaces) 

• One or two player options in eoch scenario with multiple difficulty levels for 

one player • Individual level combat with varied unit characteristics • Eight 
directional facing of units and hidden movement according to line of sight 

• Ranged combaf includes aimed shots, snap shots, automatic fire, opportunity 
fire, grenades, thrown weapons and explosive ammunition • Strategic scanner 
shows detailed plan of entire map area • User friendly joystick or keyboard 
controlled menu system • Units carry up to ten objects which can be dropped, 
picked up, thrown, used to open doors etc. • Weapons and equipment can be 
chosen from a wide variety before each game starts • Highly developed 
artificial intelligence for one player option • THREE scenarios provided with 
game • Expansion kits to follow. 

Target Games will ensure that Laser Squad is fully supported with new 
expansion kits. Each expansion kit will contain two fully documented scenarios 
available by moil order for £3.95 (inc. p&p). The first expansion kit will be 
available in September 1 988 for the Spectrum. 

Mail order (Laser Squad, Spectrum 48k/ 1 28k}. send cheque or postal order 
payable to 'Target Games Limited' for £9.95 (postage ond packing included). 
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NOW 
TAKEN 



DEPT CR 

CASTLE HOUSE 

11 NEWCASTLE STREET 

BURSLEM 

STOKE ON TRENT 

TEL: 0782 575043 




SALE 



SALE 



SPECTRUM SPECIAL 
OFFERS 

ifcan manors 5.50 

Prsdatar 8.M 

Qflmoa _..aj» 

Birds Tale 7J0 

Ro*noTfioKHf UO 

Mi. Tar,, fighter 1JB 

**2 WO 

Taf9« ReragaUe 8J0 

Black Limp ..-..- _..U0 

Maanekron 5.50 

Rffiftn .- 5,50 

720* , |J0 

tdgrt M.Grand Prix 740 

8*rtetenM ajo 

etaoM ..._ _ *,» 

NcrtiSftr SJO 

Dan Dam II s.50 

Crazy Care SJO 

Scatatrtc , am 

Arnhem 6.50 

M**1 2JB 

Skate Crazy „..5.5Q 

Mask 3 (Varan S.B.) 6J0 

Aii Wsehan Monty 2.99 

Fastor. s .25 

T^ing Bounces Bac* 2.99 

Drtrtr IOlSO 

Yanfcee fi.95 

DartSWs _ 7,10 

GeryUn.Supw.Swwf ... 5,50 

CtoHo 2JB 

Track Sun Manga 6.96 

ChampJcnsfiip Baseball , „ 2,99 

Nlnja Hamster 249 

Mr/Stay af the Wte ?_99 



SPECTRUM SPECIAL 
OFFERS 

ACiQfi Force SJO 

Bride o* RhambMr -in 

Bismark 0J8 

Owertor<t „ Ml 

BHtzfeeifl 9.N 

Wean „...M» 

Desert Rate 6,98 

NapciewAtWar SJO 

GfllpOH _ SJO 

WorWWH i _ 4.» 

Zulu War SJO 

Bubble Bobbki „ SJO 

Unions dOeafri 4.96 

Ctoedo ...... 6.50 

Challenge otGetwte ..... 2.98 

Ga*iM 2_gt 

Gaurrtetl , .. , 3.99 

Gurafiip _ MB 

Bad Hie Gre* Mute Onhcfw.. SJO 

Sorcwof Lord sjo 

PsrdwWaUXB sjo 

Masters Unt The Mmrts ,.2.99 

Where Time Stood StH SJO 

OmM 2J9 

Road Blasters SJO 

UflMnjas SJO 

StreetNgrnor .....w» 

EwntogStar mo 

FT5$B**Eagki SJO 

WMorOlymptetf "86 sjo 

Fonts* Manager ii 9,98 

Mag Max -,„,„tll 

DesOtelor SJO 

TftfO" Trap Door 195 

Gob SJO 



SALE 

SPECTRUM SPECIAL 
OFFERS 

Hysteria ..-..- - 3J0 

Tool Bear ZM 

Beyond Tre Ice Palace ... ,5J0 

Terrwnet &J0 

BlttKS Brothers SJO 

Hercules -SJO 

ton - 1.98 

Flying Shark 5.20 

EanWjM 6.50 

Targa Hcmgadt ....- sjo 

Gothic , sjo 

WghFforfler ...... ZM 

Kung Fu Master 229 

Supersprin* 2.98 

iftskfe Outing .299 

WwnsWka 2J0 

Laser Teg „3JS 

Magnetron 5.50 

Yes Prime MWster IM 

Outcast 2.90 

Book ot the Oeac 3.96 

m» Hampsfcr SJO 

(Mr* (3 Games? 2.W 

twWhan im 

««« 3* 

Sttr Raiders I 2J9 

Gun*IOa( 2J» 

Galactic Games 2.96 

CfOSP«e 5.50 

I.Q. {Hrattrd} 6J0. 

Hunt (or Red October 10.50 

SuperCycis 1.99 

Last Mission 2.99 

Swvkwr 2.99 



SALE 



* JUST + 

^ ARRIVED ¥ 

* RYGAR # 

* gurpwce£3.95 * 

* * 

^ ROADRUNNER + 

* OUR PRICE £3.50 * 

* * 

* knightmare * 

* our price £3.95 * 

* RAMPAGE * 

* Dun mice £3.95 * 

* * 

* BRAVE STAR * 

-V- * 

* OUR PRICE £3.50 * 

* -»■ 

+ BEDLAM ¥ 

* (128k Only) ¥ 

* OUR PRICE £3.95 * 

* + 
****** 4 *## 



SALE 

SPECTRUM SPECIAL 
OFFERS 

HerttwtEarth 2.99 

Quartet , 299 

QanXScafrtn _.. SJO 

FJSfe ?.» 

Blood Valley SJR 

StfkeFimeHamer J9S 

Betel 2.99 

IndoorSports 3J5 

VfoMnan ajs 

KackflrS 2.99 

Grange tWI 2.01 

Wfe 2J» 

Ooc OJ Bie Dasirayar 2.99 

Butch Kara i3uy lJo 

GrwwiB ftws*. MoH 299 

Stsrfmrs 2J0 

Meresflaiy , ...6.99 

Morwpc^ .... S.99 

Metaous , sjo 

Lc*te of Midnight 2J0 

CytemtW SJO 

2J9 

_.„.9J8 

Shadows of tfordor 335 

Telarjon SJO 

Gunaraoka SJO 

Uvtflfflmc sjo 

19SootCanip SJO 

Jack me Nipper II 239 

Sftadow aimrrsr 298 

LBSTMonekan „ 2.99 

SideWje 2,90 

Druid 2 2J9 

Bed Led 2,99 



SALE 



SPECTRUM SPECIAL 
OFFERS 

Otwle Commandos SJo 

impaei - 2JS 

RBBtaflSaoa SJO 

Howard 9m Duck 1J9 

T»»F!unKy ..- 239 

Thft Cnrituriora .. .2 JO 

Starta ...-23B 

Captain America 3.50 

10* frame 239 

StarWars B.B 

iSW9«flf 1030 

wow aasi'Goans sjo 

ProhlWion _... 2,99 

^» 239 

Tlwntefcais ,530 

SuperHangon B.9B 

»g Troubte L China ..239 

ShacMed SJO 

Fast S Furious ISO 

Friphtmare BJ9 

BkinicCorrirnarioas 630 

M*ga Apocalypse , S.79 

»n0Wars - S39 

WbnrtWan SJO 

MakMayl 5.50 

The Rimstores .._..SJO 

ArkanoldZ _,. SJO 

vett SJO 

Wwn _ 639 

Power PyranWs _.«Jfl 

ShacWed 930 

Desaator ,„ SJO 

ActtanForce2 SJO 

PrwrnjomChJb .,..,._ 2.99 

Crosswtze ..SJO 



WE NOW OFFER AN EVEN FASTER SERVICE THAN EVER BEFORE! 

TRY US, YOU WON'T BE DISAPPOINTED. 

P&P 50p on all order under £5. Over £5 P&P is free. Overseas £2 per tape. 

Please state SPECTRUM when ordering — Please state CRASH when ordering 

Castle Computers the Computent firm that cares. 



SALE 



SALE 



SALE 



SALE 



* JUST * 

* AHRIVEO * 

+ * 

* street fighter * 

* wjrprice£6.50 * 

* * 
Ik 4 

* MARAUDER * 

* ouRPRicf£5.50 * 

* * 

* * 

* ACE OF ACES * 

* ouRPfttcf£3.50 * 

+ * 

* * 

* THANTOR * 

* «mpflic€£3.99 * 

* * 

* JOHNNY RED II # 

* our ptticf£2.99 * 

* * 

* ROUNDHEADS * 

* 0URPRICE£3.95 # 



Ptwee Mots' 
H you haven't recsivsd all 
tie aamaa you recweated 
within 10 days, please 
phone us to isnd out the 
problem pteese dont reave 

It for weeks! 

Thank you 

NOW REDUCED TO £1,70 
A9t ALL THE FOLLOWING 

WNJA SCOOTER &M 
UiAQUECHAlLEmC 

0BACH9OYSIM 

POGOSTtCHOLYMPtCS 

OUWCWflACtf 

MARSPORT 

FOOTBALL FREhlZY 

JOE BLADE 

INDOOR SOCCER 

WHEEU£ 
READY ST£At>Y QO 
SHAmhflKARATE 

STVNTBiKESM 

ROCK* WRESTLE 

ALIENS 

BMXKiOZ 

AIRWOLF 

METAL ARMY 

BOSCOMANa7 

moHTSHADe 

SARACAN 

srotx 

RK3ALS REVENGE 

TWISTER 

SMASHOAJT 

HOLtOAYINSUMARiA 

GOTOHEU 



COMPILATIONS TO 
CLEAR 



WE ARE THE 

CHAMPIONS 

Superspifini Renegade. 

Rampage, inTernawm*! 

Karate * Barbanan 

SUPEfl VALUE AT £6.99 

HIT PACK 6 VOL -3 

Paperboy, Qhosts A 

Getjlir*. Efxjuto Race', 

Trie Living Day&gMs 

Dragons La*. Iscaoe 

Singes Castle 

THE BEST VET AT E7.25 

ARCAOC FORCE FOUR 

Gaurvrjet. Deepee 
Dungeons, Roed Ftunne; 

Metr«303S, Iridiana 

Jones fi Temple o' Doom 
ALLTMESEFORC6.99 



TEN GREAT GAMES 

vou a 

Samuri TrHogy, Thing 

Bounces B&ck, Convoy 

Raider. Jae»t the Nypper H 

Deettiwi&h 3. Basil Greai 

Mouse Detedtve. Au' 

lV"s«ri8n Monty. The Otxi 

The Final Watrix 

ALL THESE FOH ONLY 

CT.25 



SALE 



SALE 



COMPILATIONS 

4 SMASH HITS 

(Exoton. ^ynaos, Ftanarama, 
UWum+) 

mm 

SPOmSPACK 

Orympics, Srxwker, Golf, On 

the Oche. Derby Day, 

World Cup 

REDUCED TO ONLT E3.99 

SUMMER GOLD 

10th Frame, Dambusters, 
Bruce Lee. Beach Head It, 
Rebel Planet, Impossible 

Mission 
All these for only £4.99 

PRMSTIQE COLLECTION 

(The Eidolon. Rescue on 

FractaJus, Ballblaw, KonJois 

Rrftl 

A9torCJ.95 

MAQHIFIC£NT7 

(Head Over Heals, Wizbali, 

Arkanold, Great Escape. 

Frankie, Cobra, Short Circuit. 

Vie Ar Rung Fu) 

KM 

PACK OF ACES 

Who Dares Wins It, Nexwa. 

BouirJerrJa^i. Intematiorsal 

Karate 

FOUR GREAT GAMES £3.95 



COMPILATIONS 

TOOLBAR 

COIH-OP CONNECTION 

Beagkirvough. Express 

Rascler, Metro Cross, 

OystaJ Castles 

For only £2,99 

GREMLIN COMPENDIUM 

Shive-A-Stedge, Ludo, 

Tiddly Wln*s, Snakes i. 

Ladders. 
AH these games for ortfy 

£6.95 



UNBEUEVABLE 
ULTIMATE 

Trana Am, Jet PaicX. Lunar 

Jet Man, Pssss 

To clear now only 

£1.99 



******** 

TO CLEAR AT 99p 
Deatrrscape. Aatroclone, 
Dogfight 2187, Bubbler, 
Banbtazer, Ballbreaher, 
Qosni cShock AbMMOMr, 
Explofer, The Eidolon, 
Highway Encourrtw, 
Gceyre*!, Falcon Patrol 2, 
Future Knmrrt. Growing 

* Pains A, Mole, Gunrunner, 
. Hot Runestcne, 

Hyparbowl, Hijack, Koronie 

* FWt, Knucldebusters, 
. Kinei* , Sky Rufiner . 

Pulsator. Out OtThia Worfd, 

* OfbixTheTerrorball, Mu 
+ Wav« ID. Rasputin. 
w Stainless Steel, Vlrgm 

* Atlantic Challenge, Gyron, 



Thanatoa, Tempest 

Mermaid Madness, 

E*plc«er. Thrusl, Excel. 

Eidolon, Rescue on 

FracSuius, Zolyx, Ban 



SESio^. 935 * Blew. Rk**« Dan, Z^H, * 

TfiePawn ...10.95* Rrodkjy, Sirq. * 

lit* Computer People ..435* * 

Elite 730 

Ghost Busier ._ 239* FIRST COME FIRST * 

Ba« Water 2.BB . SERWED1 * 

Hacker 1.99 * SHWEDl * 

Barry Mcfi Boxing .... t.99 * Please state an * 

Desert Rat t.99. *i»-««*k,.i * 

a-******** * 
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. . . THERE'S A PC ENGINE 
FROM RAINBOW ARTS 




Who said computer games were just for boys? (Not more-sexism, please - 
Ed.} Following phenomenal success on other formats , The Great Giana 
Sinters are all set to hit Spectrum screens with a vengeance. Utile Giana from 
Milano {in Italy, for the uneducated and Nick Roberts) is caught up in a 
mysterious and magical dream, As she rubs the sleep from her cute little 
eyes, she finds herself caught in a cartoon world of traps, tricks and 
treacherous underground trails. To escape from this wondrous 
dreamscape, she and her sister Maria must leap, skip, hop and head butt 
(what else are spiky, punk hairstyles for?) their way to freedom. 

What starts out as Giana's midnight nightmare turns into a mystical world, 
weird and wonderful beyond your wildest imaginings. And if your wildest 
dreams have always centred around the high resolution, colourful graphics, 
sampled sound and incomparable gameplay of an arcade quality machine, 
rhrn dr-rvim no more - a PC Engine (see Issue 8 of THE GAMES MACHINE 
for an in-depth review) is within your grasp. 

Rainbow Arts, in a fit of uncontrollable generosity, have agreed to give 

away the newest, neatest Japanese games console yet — even before if s 

ifole on the British market! At about 5 V>" square, it takes up hardly any 



space at all, weighs very little and plays tiny, credit eard*si.2ed games. In 
Japan, demand is already outstripping supply and the most influential British 
software companies are keeping a beady eye on its development. 

If you want to be one of the first people in Britain to own one of these 
coveted machines and a couple of fabulous PC Engine games, shipped to 
our windy shores all the way from exotic japan, get out your crayons and 
come up with a suitably whacky design for an appropriately punky Giana 
sister hairdo. Use your wildest imagination and strangest thoughts to create 
a style so craary that it would blow any little girl's mind. 

Stick your creation on a piece of paper, put it in an envelope, not 
forgetting to enclose your name and address of course, and give it to your 
nearest relation (sisters are preferred) to put in the nearest post box for 
delivery to GIVE RAINBOW ARTS A HAIRDO COMP, CRASH, PO Box 10, 
Ludlow, Shropshire, SY8 1D8. 

Entries must be received by August 30. And don 't forget, the decision of the 

ail-knowing, all-powerful CRASH judges remains completely final and 
totally binding in every possible way. 
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ARE YOU HAVING PROBLEMS REACHING THE HIGH- 
SCORE TABLE? NEVER MIND, EVEN IF YOU CANT HIT 
THOSE MEGAMILLION SCORES ANY MORE YOU 
COULD STILL QUALIFY FOR PHIL KING'S 




SCORES has been taken overt Robin Candy fancied a change 
{of clothes) and now yours truly, Phil JGng, wW judge those 
aH-important scores on the very LATEST games, 

Each month mere's the top score (hopefully fegrtimate) 
received so far, plus a couple of others so you can measure 
yourself against fellow mere morals as weft as those gifted 
mega-scorers. 

Rom adl the entries - irrespective of whether they're 
printed ox not -there are five winners pitted at random. The 
firsr prize winner receives €40 worth of software c4 their 
choree pfus a CRASH cap ana T-start, while four runners-up 
recewe CRASH caps and T-shirts. So don't forget to ten us on 
the form what software and T-shirt you'd like - should you 
be one of the tueky few! 

ARKANOID- REVENGE OF DOH imagine 

Jamie Glover, Gnrnsoy 1613670 

Andrew Wilson. Romford 13flt22l 

Nell HopWnson, Fareham 936660 



ENEMJRO RACER 

GanyMUfcJr, Sandhurst 
Adam Leach. Woodford Green 
Steven Anderson, Dublin 



AgMsic ' 

67948 1 Q 
2S42458 



RENEGADE 

Stuart Ridge. Marazton 
Idghton Janet, .Brcston 
Alan Anderson, Heswalf 



ATF 

Kathryn Weldock. Bishop Auckland 
Maurice Campbell, Hamilton 
Chris Whafey, Mucham 



WgRal rtec/atiot 

28720 

12060 

8835 



BUBBLE BOBBLE 
Paul Seamark, Longford 
Michael Can, BfacApool 
Chris Atwifl, Barton 



fireetai 
1695290 
956340 



COBRA 


Ocean 


Karofy Juhan, Worcester 


917750 


Andrew Hlgglm, Sutton Coldfiefd 


45Q1I0 


Marvin Reynolds, Crewe 


2OSD00 


CVBERNOID 


Hewson 


H Cummings, Solihull 


230360 


U»Cwin 1 YorWeyv 


87950 


Matthew Payne, Churchdown 


78224 



COMBAT SCHOOL 

Nicola Philip, Portessie Buckie 
Andrew Henrys wiUastow 
Paul Williams, Towcester 



Ocean 

463250 

9S070 

50160 



DRILLER mcenttve 

Robert Nlesotowsfcl New Barret 3205000 

R Carradlne, Halesowen West 1972380 

Duncan McDermott, AilDrook 235700 



EXOLON 


Hewson 


Lincoln Harvey, Hadk'igh 


8453390 


CoUn Irving, Georgetown 


138950 


Amhony KJrvelf. Stinford-ie+tape 


76500 


FIREFLY 


Ocean/Speciaf FX 


Adrian Shaw. Martow 


91 5940 


Chris Smith, Tunstall 


535850 


Vic Langley, flwlant 


502700 


FLYING SHARK 


Firetwd 


Steven Ball, Sheppmon 


894720 


Richard Kenneriey, Knutsiord 


186050 


Owen King, Rhosneigr 


178470 


GRYZOfl 


irnagjrie 


Adrian Philip Mailer, Dorchester 


357840 


Leigh Turnip ' Lovedey Aberafan 


144800 


Steven Bowman, Whitchurch 


47800 


IK4 


System 3 


Craig Bracfeervfdge, Cumbernauld 


452300 


Mark SchofleW. Hoimfinh 


164500 


S TWtman, Wtetstendwell 


74500 


IKARf WARRIORS 


Elite 


David Bradford. Sutton-in-Ashfield 


4403200 


Gavin Gilhart Royston 


4368400 


Kevin Walker, Dromara 


1075300 


KARNOV 


Electric Dreams 


CoUn Ngan Freemanae 


437220 


Steve Hendrick. Waiton-ie-Daie 


413320 


H Cummings, SrJhufJ 


365020 


PLATOON 


Ocean 


Ken Bowes, Battersea 


372294 


Paul Sheehan, Alvaston 


139100 


David Hayles, Bury St Edmunds 


61200 


RAMPAGE 


Actrvlsion 


Ken Bowes. Battersea 


691420 


Graham Brown, Bowerham 


160420 


Richard Willis. Smemwiclt 


130400 



Fmaglne 

15273921 

42766S0 

Z0Q | gfj 



STAR WARS 


Domari 


Julian Simpson. Haziemere 


295580031 


Kevin Brown, Arbroath 


1389573 


Andrew MlMnard, Mar kfieM 


170695 


SUPER HANG-ON 


Efectnc Dreams 


Richard Ftttbower Stoke- j 


60908324 


Duncan McOermott, AINjrcok 


15455980 


Matthew Kerry, Ducklington 


241444 


TARGET; RENEGADE 


IffljSgttfte 


Graham Phllfipi .Welwyn 


1635500 


Jamie Mash, Osmothertey 


208360 


Vanessa da Sltva, UsDoa FOR1UGAL 


i 9400 


THUNDERCATS 


m 


Richard Sanders, CWton 


572220 


Andrew Partington, Bofton 


478350 


Paul Bloomer, Belfast 


405600 


ZYNAPS 


Hewson 


Owen Meadows, Raunds 


6.32900 


Paul Evfson, Buxton 


379850 


Paul Whrtham, WakefJeid 


256100 



WINNERS 



n 



forty poirels *ath <rf srfftira? « already on O way to #t Cimringi of 
SdwiA Who^tNsniiT^''!^ jKinwhner. r* Cists Tgrgtc StrrngMc 

WBftWy cwr tfie sumerpeflai Antf, *e ineftftwng fay«i*m»-up, 
tie «o receiws i atMy CRASH cap arc Ck*SH I-srm. Tr* tonurcat 
fomwne ar e Rwmle Moral & Wr«* Sfiqtfey In West Vota-wc, DwM 
■radford fern Suton-n^MeK a CwradkM wfio to* from 

PU8UCSHMCE MNOUNOtXNIZ. tl* rftmrtr. sen aroffw 
Cieat otHftl (Jul vwth a nckutotsly rigfi Onterwre tei, jamsonc |*tc 
srai nm& arunjpeusj 1^ Bnttff toed to enter a score glow 17 
makrjfl and, as stated a toupfc a «sun Met n a impossa* m get mat 
9Wft35QQGCC Bliheisnotakneind^eaB'cqfrwcl'iifiXtntfi TwrtPwgdy 
c*jl»aA Cytemw iiam, we« OamWJ by a Gteswegran and a 
l*K*JefiaR; «*t treemiiaui imBon /ejpMwey. Not to beoutckne, 
an monjmjui p*r«jn from Skegness sent ki *i EnabroRxfrKottdleNtt 
M mifen - you must Mjtian}} II yew eta xvt an reredWfriuoe scare 
|*^iryawlsendmsomesprtofproor. ANNOUNCEMEm&slDS 

I3rri'jtor9e{-ai^Kqre5*finininSCCjejac*>wini«ja(xw! eW 
Hi not FriTted - out avcid urwarwd poWc t*f>tAunz rfon t csWat 



gjd^ _ .. 

SEND ME YOUR SCORES 



NAME, 



ADDRESS 



- rWCiimisi 



POSTCODE 



MY SCORES ARE: 
GAME 

I 



SCORE 



f«».».n«.«^.i«... - 



—— •"— • ' 



---,..... 






Send this form |or a copy! with your scores for up to three cames to PHIL KING'S SCORES, 
CRASH, PQ Bom Id, Ludlow, Shropshire SY9 1 Dff ONLY GENUINE SCORES WILL BE 
ACCEPTED; any irnprobaWy huge scores wilt he immediately binned and the sender will be 
forced to eat ZZAPrs Paul Glancey - 3 fate worse than sharing a desk with him, 

JF I WIN TOP PRIZE I WOULD LIKE THIS £40 WORTH OF 

SOFTWARE: 



AND IF I WIN ANY PRIZE I WOULD LIKE THIS CRASH T-SHIRT, 
CHOSEN FROM THOSE ADVERTISED IN THE CRASH 

HYPERMARKET: ., , , , 

Tlie decision of the super-powerful CRASH judges is final in ail respects. So 
don't even let the tnought of a confrontation cross your mind -you don't 
stand a chance. 





APPETISING 

APPOINTMENTS 




ooray! It's holiday 
time. While you're 
lying on sun- 
drenched beaches 
In Bognor, Brighton 
and Bahrain, licking a rapidly 
melting ice cream cone and 
sipping at a pistachio Slush 
Puppy, cast your mind forward 
into the mellow month of 
September and gently savour 
what lies in store . . , 



MONSTER MUNCH 

Prepare yourself for a 
monstrous oriental journey. 
Gremlin's T- Wrecks (although 
the name may be changed) 
gives you a dinosaur's- eye 
view of the modern world. 
Insensitive explorers have 
unearthed a huge nest of giant 
eggs, and brought them back 
to Japan. Nettled at this 
flamboyant disregard for 
ecology, prehistory and 
motherhood, mamma monster 
goes on the rampage. 

▼ Gremlin's monster gets ready 
to smash it up 



{Whoops, we weren't 
supposed to mention that 
word.) Chewing her way 
through cities and nuclear 
waste dumps she tries to locate 
as many of her eggs as 
possible, while faying several 
more. Japan's three resident 
monsters can't resist joining in 
all of the fun. Defeat them and 
at least some of your brood 
might sail to safety in the 
sunset. 



Monsters have absolutely 
nothing to do with another 
imminent Gremlin release. 
Super Sports (originally called 
Alternative Olympics) takes 
you on a comprehensive 
sporting tour. Events are to 
include archery and swimming. 
But so far Gremlin are keeping 
pretty hush hush about it. 

Hewson and Finnish 
programmer Charlie T are all 
set to take you to a dark, 



T Savouring life (the oriental way) in Gremlin's Super Sports 

Hm f 





A Gore galore in R-Type 

mysterious world beyond the 
Arctic Circle, Trapped in the 
Netherworld, a winter land of 
cruel terrain where the forces of 
good and evil are locked In 
eternal combat, you have no 
choice but to bribe your way 
out. Diamonds are the price of 
freedom. Use your multi-firing 
gyrosphere to blast your way 
through armies of dragons, 
acid bubbles, fizzling fireballs 
and deadly monster 
generators. 

Monsters feature heavily in 
R-Type, a shoot- 'em-up from 
Activision set in a sinister 
anatomical environment. 
Organic backdrops, repulsively 
animated missiles, pulsating 
hearts and writhing snakes, 
culminating in an enormous 
alien spaceship, should make 
for heart-stopping arcade 
action. Wait and see. Or, if 
you've seen the popular arcade 
game, just wait! 

Following their success with 
Bionic Commando (92%, Issue 
53), Capcom are ready to 
release 1943. The sequel 
(surprise, surprise) to 
Capcom's addictive arcade 
game 1942, is set in the Battle 
of Midway which was fought at 
the height of World War IT. It 
gives you the chance to take 
control of a magnificent P38 
fighter, armed with six secret 
weapons, and relive one of the 
most significant encounters of 
the war. Get your flying jackets 
and goggles ready for further 
developments. Other Capcom 
releases include Black Tiger 
(see last month's previews), 
Tiger Road and LED Storm. 
More news soon . . 



HAIRYARMS 

Latest information from 
Psy gnosis, indicates that 
Terrorpods is due for 
imminent release. Set on the 
grey and hostile planet Coliart. 
it has you attempting to counter 
the nocturnal Terrorpods from 
the comparative safety of a 
DSV (Defence Strategy 
Vehicle), Sounds hair- 
raising . . . 

And it's hair that's bristling all 
over the sturdy arms of two 
burry individuals about to star 
in a couple of savage arcade 
adventures. Psygnosis' 
Barbarian (not to be confused 
with that other Barbarian from 
Palace) should be out soon. 
Hideous perils await the 
traveller who undertakes the 
daring quest to destroy the lair 
of the accursed Necron and win 
the kingdom's crown, 
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There's more hack and slay 
scheduled for early August 
when that other Barbarian 
(from Palace) makes his 
comeback. The first Barbarian 
was reviewed way back in 
Issue 41 (85%). He's out to do 
battle with the evil wizard Drax 
again but this time he Is joined 
by an emancipated, sword- 
wielding Princess Mariana 
(alias Maria Whrttaker). The 
sequel recreates ail the gory, 
grim and grisly animation of the 
original but this time there's a 
mappable, mufti -level playing 
area which adds an element of 
exploration to ail that bloody 
decapitation. Yum , . . 

TRAIN SPOTTER'S 
DELIGHT 

The Train: Escape to 
Normandy chugged to 
success in ZZAPT(87%. Issue 
36) when it was released for the 
Commodore earlier this year. 



▲ Muscle-man Is back - this time with Mariana at his side 



▲ Breaking the Breakout 
mould in Hot Shot 

From August Accolade's 
successful train-driving 
simulation, set in France in the 




▼ Everyone aboard for a tour 
of Europe on The Train 



_* 




year 1 944, should be available 
for the Spectrum. You play 

them role of a French 
Resistance leader, Pierre Le 
Feu, charged with the daunting 
task of seizing an armoured 
train (loaded with France's 
most precious art treasures) 
and steering it to safety through 
enemy lines. In addition to 
normal engineering duties 
(difficult enough at the best of 
times) you're forced to cope 
with enemy ambushes f traps 
and airborne attacks. Let's 
hope that all the complex 
features of the original survive 
the conversion. 

Finally, this month, there's 
news of a Breakout game with 
a difference. Addictive 
Games ' Hotshot is a variation 
on the familiar gameof squash. 
The competitors are a couple of 
droids and instead of racquets 
they play with gravitation guns 
- long snout-like projections 
attacked to their heads. 
Sucking up and releasing the 
ball they attempt to break down 
a wall of bricks and make it 
through the trials and 
tribulations of a pinball style 
level. Black holes and rising 
water make this elaborate 
process all the more difficult. 

You may have noticed a 
distinct lack of games this 
month. This is partly due to the 
annual summer software slump 
but also because of the 
impending PC Show (from 
September 16 at Earl's Court). 
So don't miss the next issue of 
CRASH which will contain an 
information packed rundown 
on the show's activities plus 
features on all the top stands. 
The FREE PC Show 
Supplement is exclusive to 
readers of CRASH, ZZAP! 64 
and THE GAMES MACHINE, so 
don't miss out, reserve your 
copy NOW! 

Fortunately you won't be 
required to take part in all this 
excitement till early 
September. In the meantime, 
just settle back in your 
deckchair and enjoy the 
sun . . . 
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SINCLAIR 

QUALITY APPROVED REPAIR CENTRE 



COnPUTERl 



HOW TO GET YOUR 48K SPECTRUM REPAIRED FOR ONLY £19,95 




NOW AVAILABLE - the official Spectrum Upgrade! 



■Turn your Spectrum into ^s* 
la Spectrum + for just £24.95 








it* itfttm s^ctruiT uwwJe Mt, Trw uparwe las ewrmjiw 
fOu nwjtctumffjijf SpeOTuminKi}ie.5tyRsfifis«St»;ciy-i 
• Ttx..33i*««r nwiMy^ferttaiKjWBsfeifrtfWts.Wit 
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ra us jiw (or Qi » - £1 75 p- p we R tioflrw* it te *cti 



TEN • REPAIR SERVICE 
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* While vou wait repairs £21.50 .18* Spectrum. 
£25.00 spectrum +2 

* Ail computers fully overhauled ancf fully 
tested before return. 

* Fully insured for the return Journey. 
&xeti low price of £19.95 mciuding post. 
packing, parts, labour, Spectrum i- 2 repairs 
only £25.00 fully Inclusive. 

* Discounts for schools and colleges. 



* Sax top games worth £59.00 free with every I EXT ^ oil 
Spectrum repair. Wow includes FREE memory/ WBBUw 
keyPoarO test L-, - — 

* we aiso repair commodore &»'s, VIC 20, 
Commodore 16 +q. spectrum + 2 and f3. 

* The most up to Pate test equipment deveiopeo Ov 
us to locate faults within your computer, 

* Rubber Keyboard repair (replacement membrane 
oniyt, Just £10.00 including p+p 

* 3 month written guarantee on an repairs. 



se Wav ribbon 
catite re extend 
your ports for 
your peripherals 
E10.95 plus £175 p&p 
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Sf sr SERVICE - 



BEST PRICES! 



Tftgr ARE YOU ANOTHER CUSTOMER - fed up 

flgg waiting weeks for your estimate? 

r«il~2j J L c fJ ni P, u j ef re P a,re0 ^*St? Tnen send it now to the Number One Repair 

:.?,TS*u l n ^£HJi' °I caf r I n and i ee us at our fu,| V equipped 2.500 square foot workshop 
wtft dii the iyt es ^ vest eoujpment available y©4j are more tftan welcome 
^f *JL' e f alr vour «^P"ter while you wait and help vou with an < of your technical problems 
-2^1* d ,S^ &m t P u ^ rs re l»"*«i ^r only C?5.O0. Piease note we gove vou a 1QQM tow fixed 
SHSrS^w?. 5 w c Jf1c 'ii 0es rfitlJfn *»st a n «* packing, vat. not a between price Hire some 
eESL f^STlZ^l^Ly** don " l ask vou to send a cheoue i n for the maximum amount and 
52?£: 2P 41 .^ lr . r,eDafr t "" s £5 ° u PW3 r "3s. Don t forget we are Amstrad aproved for quality and 
•H^K-JS?!? c r i sk vouf eom PU* er co ar w other unaucho rfsed repa i r c entre we dontjust repair me 
^fault and send your computer back, we give vour computer a r 

OVERHAUL WITH EVERY REPAIR WE DO: 

we correct colour, sound. keyDoard, check the loading and saving chip even 
r. new feet on the base if required. Check for full memory, check all sockets 
Including ear/mike and repiace where needed. All for an inclusive price of £19.95 
which includes VAT, parts & labour, return post, packing a insurance no hidden 
extras whatsoever. 

tsnquida computer be classed as unrepairable due co.tampering we may tie able to offer a 
replacement circuit boartf at aaaiuonai cmrge.) 





The Cheetah 125- Rapid Fire 
JovsrJck ancJ »am Dual Pan 
Turbe tnte<f*ce, 

ftKomT.#nded reran pf K»C».»( 
Special offer pr\ce £18.95 
items can tie pyrcfiaSM 
separate^ FwmDuafPortTurqQ 
wterwee £12.95- cusp&p 
125- Joystick £7.95 61 75P&P 



POWfRSUjW^JHL new 

design 

Power supply for your 

Spectrum doesnt 

even need a plug. 

only £10.95 + 1.75 p+p 



PUW_CW_ 

i 



URGENT NOTICE Don't be misled dv adverts snowing between prices; A recen, 
complaint against a Manchester repair firm, Mancomp. was upheld by the Advertising 
standards Authority on two counts, "it had stated BBC repairs between £14 and £45 
then charged the customer £85/ Their guarantee policy was misleading as it did not 
make clear that all repairs were not covered. 



developed dv us - is % 
size of conventional 
power supplies Just 
£29.00 +1.75 p+p 



KSJ^^pectrum 
^+ 3 cassette 

LEADS 




Spectrum keyboard 
membranes 

! £5.50 plUS E1. 75 p&p 
Spectrum Pius spare keyboard , 
membranes £12.90 plus £1.75 p&p | 

ON-OFF SWITCHES 

FOR THE SPECTRUM 

AND SPECTRUM + 
□R0ER No 
1067 SPECTRUM 
1QS7A SPECTRUM + < 
£4.95 + ITS p+p 





LOAD YOUR CASS ETTE 

.SOFTWARE INTO y0U« 

^•^5- +3 USING THESE 

£4.50 

£1.75 p&p 



New bigger catalogue now available containing over 2,500 items including software for all computers, joysticks 
spare parts, business software, books, plus many more, Justsend3xi8pstampsforyourfreecopy. 0ver2Qpages 
full of top quality products delivered to your aoor by return post, 



USE ANY 
JOYSTICK Wl 
YOUR SPECTRUM 

SINCLAIR J0YSTJCH mrjAPTOTI FOR 
CCNNECTING SPECTRUM +3 
COMPUTERS TD MOST /CYSTICA 







OM Kingsmoor School, Railway Street, Hadfield. Hyde. Cnestiire SK14 8AA 
Tel: 04574 66555/67761/69499 Main office, ettouirtes and orders only. 
Manchester telephone 061-256 0376 while you wait centre only 

We regret the Manchester Branch cannot take mail order orders, 
please use main office number 
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POST + PACKING 
CHARGES UK ONLY 
OVERSEAS 
POST + PACKING 
CHARGES PLEASE 
WRITE FOR 
OUOTI 
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GOGGLE! 

TIME TO GET A MOVIE 

DOMINIC HANDY on video 



WHAT, a crazy old 
world the video 
business is. Even if 
you can't find 
something of 
interest on the rental shelves 
there's always the sell-through 
market to go for. With fabulous 
films being released all the time at 
a budget price there's never been 
a better time to- own a video. AH 
tastes rare catered for: from the 
wild antics of the St Trinian's 
Collection tat £9.99 each from 



Warner} and Woody 
WoodpeckerAnd His Friends - 

l«/fl(£9.99,CIC)tothemore 
sedate actions of The OHf 
Richard Collection (£9.99 each, 
Warner) and Knight Rider 2: 
Night Of The Juggernaut 
(£9.99, CIQ. In fact July looks like 
being a very exerting month on the 
growing sell-through shelves of the 
chain stores. 

The biggest budget release of 
the year so far must go to C!C 
Video. The end of July sees their 



▼ Back To The Future- now available for £9.99 




James Woods: mean, moody and magnificent 



release of the film that literally 
made Michael J Fox an 

internationally renowned 
superstar. Yes, Back To The 
Future (£9,99, CIQ is finally 
available to add to your video 
collection. In 1987 - it was 
released in November 86 - Back 
To The Future pulled in many 
awards, including the year's Most 
Rented Video Award from the 
British Video Association. Fox also 
picked up an award as the most 
popular actor. For those 
unfortunate few that haven't seen 
it. Fox pfays a high school student, 
Marty Mefly. After many hours 
inventing Marty's mad scientist 
friend (Christopher Lloyd - The 
Postman Always Rings Twice, TV's 
Taxi) finally creates a time transfer 
machine, and due to a freak 
accident Marty gets transported 
back In time. As well as finding the 
(now much younger} scientist to 
help him get bacK Marty must stop 
his mother falling in love with the 
wrong person. This isn't helped by 
her infatuation with him, and a 
school bully, named Siff, who 
keeps beating up his father-to-be. 
If they don't fall in love Marty's 
future will be wrecked- he will not 
exist! Back To The Future also 
features some great music from 
Enc Clapton and Huey Lewis And 
The News. 
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Molly Ringwald, star of Pretty 
In Pink, co-stars with Robert 
Downey in CBS/Fox's July 
release, The Pick Up Artist { J 5). 

Downey p lays Jac k J enc ho, maste r 
of the chat-up line, who meets his 
match when he encounters Randy 
(Ringwald). After a brief and 
dispassionate encounter Randy 
refuses to give Jack her phone 
number. So Jack must use all he 
knows to try and pick up his 
greatest encounter. 

Molly Ringwald first hit the 
limelight m the John Hughes- 
written Pretty In Pink Hughes (who 
practically created the brat-pack) 
directs CIC's August 5 release 
Some Kind Of Wonderful (15). 
He again teams up with Howard 
Deutch {director of Pretty In Pink) 
to produce another roma-nce-cum- 
comedy on contemporary youth. 
In the last year of high school. Keith 
(Eric Stolta - Mask) likes nothing 
more than to create the odd 
artistic paintingand work part-time 
in the local garage. But when he 
meets Amanda Jones (Lea 
Thompson - Space Camp, Back 
To The Future} his interests soon 
change. Although she's not that 
easy to get; as Keith's best friend 
Watts (a very independent young 
lady) soon points out, 'You can't teJt 
a book by its cover . . , But you can 
tell how much it's gonna cost'. 












August 18 sees the release of 
The Boy Would Could Fry (CBS / 

Fox, U), written and directed by 
Nick Castle. A sensitive girl (who 
yet again goes to high school - 1 
wonder if they ail go to the same 
one?) becomes Interested in the 
boy next door, who says very little, 
but believes he can fly. Whilst frying 
to come to terms with him she gets 
involved In a world of fantasy and 
intrigue. Good performances all 
round keep a warm and well- 
intentioned plot plodding along at 
a bearable pace. 

Just released from Warner is the 
much-talked about Matters Of 
The Universe (PG), with the 
muscular hulk of Dofph Lundgren 
{Rocky /ty in the main role of He- 
Man. In the movie of the popular 
Mattel toy fine He-Man again 
comes up against his old pal 
Skeletor (Frank Ungeiia) This 
time skull face has found an evil 
accomplish appropriately called 
EviJ-Lyn, played by the beautiful 
Meg Foster ( The Emerald Forest). 
Together they have taken hold the 
Sorceress of Greyskull Castle and 
encased her in an energy shield. 
Yet again He- Man must save the 
universe and banish the evil 
Skeletor into oblivion (or 
something like that). Look out for 
some fantastic visual effects from 
the master himself, Richard 
Edlund {Star Wars Trilogy, 
Poltergeist I and //, Raiders Of The 
Lost Ark, 2010 and Fright Night). 

Warner's main mid-August 
release must be Norman 
Mailer's adaptation of his Pulitzer 
prize-winning book Tough Guys 
Don't Dance (i 8). Ready for this? 
One fine sunny morning Tim 
Madden (O'Neal) wakes up to find 
blood in his car. and the hidden 
severed head of a beautiful 
woman. (Wow, ft must have been 
one helluva night!) Madden is now 
taken back into his dark and 
mysterious past, where he learns 
of his homicidal tendancies. 
Thrilling, but gruesome. 

One of my favourite actors of the 
moment has got to be the terrific 
James Woods (Salvador, Against 
All Odds, Best Seller). After a very 
short cinema release 
Entertainment In Video have 
picked up the rights to release 
Woods's latest thriller Cop (18), 
Woods play a Dirty Harry like 
m sergeant in the Los 
Angeles police department. When 
Woods is first on the scene of a 
horrific murder he immediately 




Hollywood Shuffle: the comedy of the month 



__ 



bends the rules to gat himself 
assigned to the investigation, As 
the case continues rt soon 
becomes evident that the sex- 
related murder is one of many from 
a serial killer. However Woods's 
'direct' approach is frowned upon 
by his bom-again chief, and after 
many arguments he is suspended 
from the force. Woods's wife is a Iso 
confused; she is certain her 
husband needs psychiatric help, 
and takes their child and leaves for 
San Francisco, With his personal 
and professional life In conflict, 
Woods becomes obsessed with 
the killer- but at what cost? 

Only one person could play a 
retired secret agentcum- 
restauranteur, and that person is 
Bill Cosby. In Leonard Parte 
(RCA/Columbia, PG) Cosby plays a 
ex-spy who his persuaded by the 
goverment to take on and try to 
crack a case involving the takeover 
of the world by animals - frogs, 
lobsters, ostriches etc. They are 
all under the control of the wicked 
Medusa Johnson who plans to use 
the animals to manipulate the 
world. Leonard Part 6 may be the 
longest running Pepsi Cola ad 
you've ever seen (just watch rt, 
you'll see what I mean) but with 
Cosby's own brand of humour it'll 
keep, albert very young, viewers 



engrossed for the 82 minutes. 

And finally this month we come 
to, what I think Is, the most 
underrated film of the year - 
Hollywood Shuttle (Virgin, 15). 
Robert Townsend (who directed 
Eddie Murphy in Raw\ not only 
Writes, produces and directs, he 
also finds time to star in this expose 
of Hollywood's insistance on 
casting blacks as either pimps, 
butlers or Eddie Murphy-types 
(Townsend 's impersonation of hfs 
close friend Murphy is hilarifr 
tells the story of an ambrtious 



young black actor (Townsend) 
trying to make it big in the movies, 
but without selling out to his 
'brothers', The film is just packed 
with superb interludes in which 
Townsend, among other things, 
dreams of being in a Black Actor 
School and taking the part of a film 
critic (absolutely side-splitting). If 
Townsend can create such an 
entertaining masterpiece on such 
a small budget, then I cant even 
think what he could do with the 

mlcal amounts they're 
paying out for films like Ramho IM 
Don't miss Hollywood Shuffle, 
it's THE comedy of the month! 



BACK in Issue 51 we 
looked at a new paper 
fbi the younger mid- 
teenage, aspiring 
yuppie called Early 
Times, This month we take a look 
at another children's paper to 
appear on the newstand. At 30p 
Scoop is very much like a Look- 
in in tabloid form. It contains a 
fair mix of light news, sport 
music, and fashion. There's also 
a happy splattering of 
competitions and weird and 
wonderful facts that would only 
feel at home in a paper of this 
sort. The music section is very 
comprehensive, featuring 



reviews, gossip, charts and pin- 
up of all your favourite stars. In 
fact Scoop covers practically 
every subject of interest to the 9- 
1 3 age group (there's even room 
for titbits on the TV celebs). Keep 
your eye out for it. 
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SEGA 5 MOST AWESOME COIN-OP EVER! 

TAPE: Spectrum £B 99: CS4fAmstrad E9.99 

DISK: Spectrum + 3/Amstrad €14. 99; C64 El 1.99: Atari ST/Amiga E!9. 99 

"IF Ace can maintain this standard in their conversions then gamers ore 

in For s treat. Ace game." - C& VG 

"The arcade version oF Alien Syndrome is simply brilliant and this 

convarsion manages to capture ell the original atmosphere and 

spirit:- - ZZAP SIZZLER! 

ACE: The new name For the best in coin ops! 

Tel: OJ 93 J 1901 Fax: Of 936 T 7SS 
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